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LISTING: Clever cassette verify routine 
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Bubble Bus’ Starquake is one of the 
biggest-selling games for home micros, due 
to its incredibly-addictive gameplay and ‘Starquake is top-notch fare 
cleverly-animated graphics. It has received quality dripping from every byte’ 


said about the Atari version: the coupon 
on Page 61 
without delay. 
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News 
All the latest from the ever-changing world of the 8 bit Atari. 


Basic Revealed 9 
View a program's token tables with our easy-to-use program. 


MicroLink News 13 


More information on Britain's online database for micros. 


Biorhythm 15 


At a low ebb? Check your ups and downs with this super routine, 


Jigsaw 19 
Pick up the pieces with this colourful and entertaining routine. 


Programmer's Challenge 21 


We give you the program to solve the problem we set you. 


Cassette Verify 22 
Having tape saving problems? Here's a utility to solve them. 


Reviews 25 
We look at Zybex, Thunderfox, Winter Olympiad... and more. 


Map 32 


Plan your route through the subterranean caverns of The Eidolon. 


Hints and Tips 34 
Help for gamesters continues with The Eidolon and Spy Hunter. 


Rouloc 35 


Our resident adventurer has some hints for The Dungeon. 


Birthday Bonanza 37 
Atari XE Games system and £500 worth of software to be won. 


Mine Runner 39 
It's a dodgy business with our tricky golden game of the month. 


Software Solutions 45 
Your programming problems solved by our technical wizard, 


Five Liners 48 


Another set of prize-winning mini programs from our readers. 


Easy Programming 50 


We look further into simple animation techniques using Atari Basic. 


Mailbag 


Your chance to get your news, views, moans and name in print. 


Winter Olympiad 
We look at the company behind this super sports simulation. 


All major listings in this issue 
are accompanied by checksums 
to help overcome typing 
mistakes. For full details of how 
they work, see the article on 
page 23 of the November 1987 
issue of Atari User. 
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Link your Atari to the outside world with... 


MicroLink 


Electronic mail — The cheapest 
and fastest form of 
communication possible. It costs. 
the same to send a message to 
one mailbox as to 500! 


When you join MicroLink you've got 
the world of communications at 
your fingertips — 24 hours a day. 
You'll have immediate access to 
ALL the facilities offered by 
Telecom Gold ... and a great deal 
more besides. 


Telex — Link up with 96,000 telex 
subscribers in the UK and 1.5 
million worldwide. You can even 
send and receive telexes after 
office hours or while travelling. 


Telemessages - Type in your 
message before Врт and 
delivery is guaranteed by first 
post the next day (except Sunday), 


anywhere in the UK and USA. 


Tele-booking — Reserve train and 
theatre tickets, check flight details 
worldwide, or order from a vast 
range of products — from flowers 
to floppy discs. 


Telesoftware — Download directly 
into your Atari any program from 
the ever-growing library now 
available on MicroLink — both 


Two recommended packages. 


it you have an 850 interface: 
Pace Nightingale manual modem 
+ cable (£116.15) PLUS Mini 


All you need — apart from your Atari 
is a modem, which plugs into your 
telephone wall socket, plus suitable 
communications software. 

We have provided two possible 
options on the left. 

Whichever equipment you ust 
you will be able to call MicroLink, 
open your mailbox, save to disc any 
messages waiting for you, and dis- 
connect in as little as two minutes. 


Office ॥ (£19.95). 
Total price: £136.10. 


if you don't have an interface: 
Miracle WS2000 V21, V23 modem 
+ Datatari interface + cable + 
Datatari software. 

Total price: £149.95. 


games and utilities. 


Company searches — Obtain facts 
about any British limited 
company in seconds, and fully 
analysed financial information on 
‘over 100,000 major companies. 


More than 
90 per cent 
of subscribers ~ 


|With either combination you can сап conneèt to. 


Translation — Access the biggest கு 

Iso log on to other databases. 
and most up-to-date land bulletin boards all round the the MicroLink 
multi-lingual dictionary |world. computer at 
in the world, with local call 


over 380,000 words. ates. 
News – Use the powerful search 
commands to pinpoint vital 
business information from the 
world's leading news services, 
newspapers and periodicals. 


JJ E | 


Please send me full details about MicroLink, and information — | 


„ Г show soou folowing rre ad iar opone 
pocket radiopager you'll be Pe ae iMi 
alerted each time an urgent ! Face peckege C Miracle package 
message arrives in your mailbox. U Name. 
So you're always in touch. 1 
| Adress ——À 
Gateways — Get through to New 
York in just five seconds — or key | 
into the EEC computer in 1 Postcode 
Luxembourg, which links you to x 
600 databases throughout Europe. k aT s 
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price rises 


THE Atari 8 bit could be 
heading for a boom — cour- 
tesy of price increases 
which have hit the ST range. 

While Atari has consis- 
tently cut production costs 
and pared its own margins, 
it has now announced that it 
can no longer absorb the 
financial difficulties caused 
by the world shortage of 
memory chips. 

The shortage stems from 
Japanese restrictions on 
chip production — prompted 
by trade disputes with the 
States. 

And particularly affected 
are dynamic random access 
memories (drams) which 
are at the core of more pow- 
erful computers — and for 
users this translates as the 
higher the power, the higher 
the price. 

In turn, this means that 
the 520 and 1040 STs have 
been hiked by a hefty £100 


each. Trade sources are 
positive this will boost 8 bit 
sales. 

"We expect the recent 
price increase on the ST to 
make the Atari games 
machines a more attractive 
proposition”, one leading 
dealer told Atari User. 

“After all, you can now 
buy a complete Atari games 
system for little more than 
the amount of the price 
increase". 

Atari has been trying for 
some months to buy out a 
chip manufacturing com- 
pany "so that we are not 
subject to the whims of third 
party suppliers" according 
to one company spokes- 
man. 

And should the venture 
prove successful, prices 
could again fall. 

But in the interim, the 8 bit 
market seems set for a 
resurgence. 


J ச ம்‌ ட ப 
Gadgets Goulding 


REGULAR contributor Len 
Golding has landed a plum 
job — thanks to his articles in 
Atari User. 

Len, who has been writing 
for the magazine since its 
early days, is perhaps best 
known for his gadgets 
series. 

And it was this that caught 
the eye of Earl Morse, who 
is the science coordinator 
for American forces in Ge 
many and provides mater 
als for USAF schools 
throughout Europe. 

The 147 schools, with 
thousands of pupils of all 


frag ச்‌ 
‘joins up 
ages, all have computers 
stalled — 2,000 of them. 
Earl was so impressed by 
Len's articles that he's 
signed him up for a contract 
to assist school teachers 
science-related pro- 
jects in the classroom. 
Regular readers need not 

worry however, Len will still 
be contributing to Atari User 
and has a host of gadgets in 
the pipeline. 


Joystick 
is going 
a bomb... 


WHEN is г joystick not a joy- 
stick? When it's a hand gre- 
nade of course. And that's 
— A riS 
Ma 
bit market. 
п of its 


Terminator joystick hi 
already caused security offi- 
cers at Heathrow airport to 
refuse to let the device on 
board an aircraft. 

"The trouble is that the 
Terminator is too realistic", 
said a spokesman for 
Robtek (01-847 4457). 

"Airport authorities at 
Heathrow called us and. 
asked if we would warn our 
customers not to try and 
take the grenade-shaped 
irl on board planes as 


luggage. 

“Rightly they are con- 
cerned about the pos: 
ibilities of someone 
removing the cables from 
the joystick and threatening 
the flight crew with what 
looks for all the world like a 
real hand grenade”. 

Robtek is now enclosing a 
leaflet with all new 
deliveries of the Terminator 
joystick warning customers 
not to try to take ît on board 
as hand luggage. 

Price £19.95. 


Silica 
backing 
for 8 bit 

Ataris 


A MASSIVE commitment to 
the 8 bit games market has 
been made by Silica Shop 
with the purchase of 50,000 
roms. 

“Our reputation was built 
on the Atari 8 bit and we 
have no plans of dropping it 
in favour of the ST”, said 
John Hambly, Silica's 
buying controller. 

"We have a warehouse 
full of software for the 
machine with a tremendous 
selection of both old and 
new titles”, he said. 

The announcement from 
Silica comes as Atari is 
trying to set up a dealer net- 
work of 20 shops to promote 
greater support for the 8 bit 
market. 

Plans to introduce new 
software display shelving in 
selected dealers stores are 
at an early stage, but some 
retailers are treating the 
new initiative with a little 
scepticism 

Harry Nadler of Red Rat 
Software said: “It is a great 
idea if it works. Had this 
happened about two years 
ago then the Atari 8 
puter may have had a 
profile in the market place 
than it Ваз today". 


Conversion 


AFTER a successful debut 
on the Commodore 64 and 
Spectrum, Nebulus — from 
Hewson (0235 832939) - is 
being converted for the 
Atari 8 bit. 

“Originality pays hand- 
some dividends", said man- 
aging director Andrew 
Hewson. "We've had a 
number of approaches for 
the various conversion 
rights”. 
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NEWS 
REVIEW 


X marks comms 
blackspot 


COMMUNICATIONS prob- 
lems caused by British Tele- 
com's new System X appear 
to be on the increase. 

Difficulties arise when the 
new digital system is con- 
nected to the older analogue 
exchanges. To make the two 
compatible BT has had to 
attenuate the signal. 

One outcome of the drop 
in level is that modems have 
difficulty in maintaining the 
line once logged on, 

Rob Flemming of Pace 
Micro Technology said: 
“We have had a number of 
complaints from Atari users improve data transmission 
who are using our Night- апа reception 
ingale modem. After a good ^ "To overcome the 
deal of research, as well as a immediate problems, Atari 
large number of expensive users in a System X 
phone calls, BT admitted to exchange can request British 
causing the fault". Telecom to unattenuate the 

According to Flemming, line". 


communication difficulties 
appear to get worse when 
dialling from one System X 
exchange to another. 

“Not only are outgoing 
lines attenuated, but incom- 
ing lines as well. Between 
two new exchanges the loss 
in signal level is dramatic”, 
he said. 

A spokesman for British 
Telecom told Atari User: 
“We are aware of the diffi- 
culties being caused by our 
modernisation program 
Once System X is in use 
nationwide it will actually 


Loading chart leader 


THE latest budget title from Atlantis – League Challenge 


roared straight to the top of the Gallup Chart. However, 
as several readers have pointed out, the loading instruc- 
tions on the inlay card are incorrect — instead of holding 
down the Start and Option keys, it's only necessary to 
hold down the Start key. 


Drive delay rapped 


ATARI UK is letting the side 
down, according to Karen 
Sutherland, manageress of 
computer dealer Atari World 
in Manchester. 


40 a week. Every time | con- 
tact the people at Atari to 
find out when supplies will 
be available they just say 
they are waiting for a boat- 


The attack comes after load to arrive from 
repeated enquiries to Atari Singapore. It must be a very 
about the availability of disc slow boat" 


drives for its 8 bit games 
machines. 
For despite Atari's 


One outcome of the 
shortage is that the older 
1050 drive is maintaining a 
announcement of its XF551 high second-hand value 
drive last summer, supplies with prices in the region of 
still haven't reached the £95. 
shops An Atari spokesman said: 
^| am furious about the “We are still waiting for the 
situation’, said Karen. "If a disc operating system to Бе 
disc drive was readily avail- finished, which it should be 
able | could sell at least 30 to іп the next couple of weeks. 
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Compiled by Gallup/Microscope 


There are nine new entries this month, including a few old 
games making their appearance in the chart. The first game 
from Zeppelin goes to number one, followed by the entry of 
two old favourites in second and third positions. 


GREE STARTER KIT - Only From Silica 


From Silica 


THE FULL STOCK RANGE - Only From Silica 


reat anara acorn rt толан wn ணை 


FREE CATALOGUES - Only From Silica 


rra Snap corona мита ер aur eh тытана வாடை wih 


FREE OVERNIGHT DELIVERY - From Silica 
எல்கை we 


PRICE MATCH - Only From Silica 


li 


| 


SIDCUP (&. 
LONDON 


DON 


ST PRICE INCREASE. 


Due to a worldwide shortage of memory chips, pices of 
талу computers have gone up. From Apri 1988, the Atari 
[ST range is also meh to be affected. For details of any 
price increase, please retum the coupon below for our 


‘There is nothing that can compare with the incredible value for money olfered by Atari's 
S20ST-FM. For only £260 (‘VAT £299), you can purchase a powerful 512K RAM computer, 
with a 95 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 514 
‘colours, mouse controller, and a 812K built-in disk drive. The 6: 


ge! iet more, including a FREE Siica ST Starter К worth ova 

ILICA section on the left, lo see why you should buy your new high 

FM trom Silica Shop, the UK's Not Atari Specialists, For further ıe range of Atari 
reply coupon below. 


ST computers 
ATARI 520S T-FM NOW ONLY £260 (+VAT=£299 
OST win 


SIK RAM а mono monitor £399 (nc VAT) Upgrade rom Si2K RAM to 1024K RAM £100 inc VA 


е шш ыш шш гш маш эш тш шю иш шш пш шш иш шз юш єт кш ы 
Te: Silca Shop Lid, Dept ATUSR dess 14 The Mews, Hatherley Рова, Sidcup, Kent, DAIA 4DX 
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Maa aaen one do you ou 


powerful home 
and business 


programs in just 
ONE package - at 


a price that simply 
can't be matched! 


Compose a letter, set the print- 
out options using embedded 
commands or menus, use the 

mail merge facility to produce 
personalised circulars - and more! 


Prepare budgets or tables, total 
columns or rows with ease, 
copy formulae absolutely or 
relatively, use a wide selection 
of mathematical and scientific 
functions, recalculate 
automatically — and more! 


Enter data directly or load data 
from the spreadsheet, produce 
pie charts, display bar charts 
side by side or stacked, overlay 
line graphs — and more! 


Build up a versatile card index, 
use the flexible print-out 
routine, do powerful multi-field 
sorting, perform all arithmetic 
functions, link with the word 
processor - and more! 


Using a modem you can access 
services such as MicroLink and 
order a wide range of goods 
from flowers to software, send 
electronic mail, telex and tele- 
messages in a flash — and more! 


Design the layout of a label with 
the easy-to-use editor, select 
label size and sheet format, 
read in database files, print out 
in any quantity — and more! 


7 Europa House, Adlington Park, 
Adlington, Macclesfield SK10 4NP. 


ease send me Mini Office 11 for the 
400/800/XL/XE (48k required), 
4" disc for £19.95 


| Exp. date 
Signed 


| Name. 
Address 


SEND TO: Database Software, 
Europa House, Adlington Park, 


1 START this month's final look into 
the inner workings of Atari Basic with 
a small apology. If you read my 


ging by the mi 
you might have been a little upset 
to find the message APRIL FOOL 
splashed all over your screen. 

Sadly, re-assembling a line of text 
from a three digit checksum is impos- 
sible - there are many different per- 
mutations which can generate the 
same value. Apart from being a lesson 
in never trusting anyone — not even 
me — it does teach us quite a few 
useful things about how Basic works. 

When you used the program, typing 
LIST just caused a page of jovial text 
with no line numbers or command 
words to be output. So, how can a 
program exist in a tokenised — or 
SAVE format — file if it contains noth- 
ing that could have been correctly 
tokenised in the first place? 

The answer is that Basic only checks 
for the validity of a program line when 
you type it in or use ENTER. It 
therefore assumes that any SAVEd 
tokenised file must have been error 
checked at the original time of entry 
and is now syntactically correct. 

What Checksum Buster does is 
create a file which is correct in terms 
of the individual tokens and pointers, 
but makes no sense as a logical 
program. 

To understand it further, let's take a 
look at the file format used by Basic 
when you type SAVE or CSAVE. 

The bulk of it consists of the token- 
ised program lines themselves in the 
format that we have been looking at 
so far. The variable name table must 
also be saved because the tokenised 
version of a program holds only the 
variable reference numbers and is 
meaningless without the correspon- 
ding names. 

For some reason a SAVEd file also 
contains the complete variable value 
table. | really don't see why it couldn't 
have been re-generated at LOAD time, 
saving a couple of hundred bytes on 
even the shortest of files. But if you 
know, why not drop us a line? 

The only other information required 
by Basic is the contents of the zero 
page ram pointer table which is saved 
at the start of the file — see Figure |. 

One problem with saving this 
address pointer table is that it is only 
applicable to the current system 
set-up. If, for example, you decide to 
move from a cassette system to a disc 
one, the value of LOMEM will be much 
higher due to the presence of Dos. 

Since the first entry in the zero page 
table is LOMEM itself the first two 


Learn your 
token tables 


ANDRÉ WILLEY ends his look 
at Atari Basic by giving you a 
program to investigate listings 


bytes in a SAVE format file will always 
be zero — calculated from LOMEM 
minus LOMEM. Similarly, the second 
two bytes — which represent the 
address of the variable name table — 
will always be 256 because this table 
is 256 bytes from LOMEM. 

These seven offset values take up 
the first 14 bytes of the file, and are 
followed by the variable name, value 
and statement tables containing all 
the actual program lines. 

The final element of the file is the 
current statement line — numbered 
32768 - which contains whatever 
command Basic was currently 
processing. 

Normally the last thing being 
worked on before a file is written is the 
SAVE command itself, and this is what 
you would usually expect to be found 
here. 

This file format is shown in Figure Il, 
but you might like to see it in action for 
yourself by typing in the listing. As 
written it will only work on disc files 


because there is no facility for random 
access within a tape file. However, 
ssette users might like to try modi- 
fying it to read a complete file into 
memory and examine it from there. 

Type it in and check it with Get It 
Right! before running it, Be especially 
careful with lines 6400 to 6520 which 
contain a machine code routine. 

After you type RUN, the program 
will check which version of Basic you 
are using and read the various rom- 
based text tables into the pseudo 
string arrays CMDS and OPS. These 
will later be used to display the correct 
text for each available token, 

Once this is complete you will be 
asked to enter a filename. Use the full 
name - such as D2:FILE.BAS - of the 
Basic SAVEd file you want to view. 
The first 14 bytes will then be read in 
and the rest of the file scanned to 
obtain the correct NOTE and POINT 


Turn to Радо 10 > 


Address | Мате Function. 
128/129 | LOMEM | Lowest memory address 
accessible after Dos. 
130/131 | УМТР Variable name table pointer 
(start address of VNT) 
132/133 | VNTD Variable name table dummy 
(end address of VNT) 
134/135 | WTP Variable value table pointer 
(contents of variables) 
136/137 | STMTAB | Statement table (start address of 
tokenised program) 
138/139 | STMCUR | Current statement (address of 
final tokenised command line) 
140/141 | STARP | String/array pointer (address of 
string/array contents) 
142/143 | RUNSTK | Runtime stack (internal GOSUB/ 
FOR..NEXT addresses) 
144/145 | MEMTOP | End of current Basic program 
space 
Figure I: Basic’s | (All addresses stored as two bytes. 
zero раде | im standard. igh format) 
pointer tanle 1 — 
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4 From Page 9 


values for each of the file segments 
we are interested in — the variable 
name, value and statement tables. 

You will then be shown the infor- 
mation obtained from the first 14 
bytes and be asked if you wish to view 
the variable name table or a program 
line. At this point you may also toggle 
between printer output and screen 
display by pressing the spacebar, or 
press the Escape key to select a new 
filename. 

The variable listing will show the full 
name and reference number for each 
variable in the table, including those 
which may no longer be in use in the 
main body of the program. You will 
also see what type it is and the data 
stored in the variable value table. 

Numbers are shown in an expanded 


BCD layout, although you could 
change lines 1190 to 1270 to print 
them in normal numeric form if you 
wish. 

The program listing will look very 
different to the form you are used to 
seeing from the LIST command. 
Individual statements on a single pro- 
gram line are shown separately, with 
an overall header for each and with 
each statement being numbered. 

Гуе also omitted much of the 
normal expansion of string and 
numeric constants — so all numbers 
will be shown as nnn and all strings 
will be shown as $$$. 

Equally, lines containing standard 
Ascii text — such as REM and DATA — 
will be shown as $$$+EOL in place of 
the text itself. Variables will be dis- 
played at Var0, Vari, Var2 and so on. 
Implied commands will be shown 


inside square brackets — such as the 
implied LET on a line like: 


which would be shown as: 


ELET] Vardennn 


These changes have been made to 
help you see the structure of the pro- 
gram without being distracted by the 
finer details. After all, if you'd wanted 
to see a normal listing, all you needed 
to do was type LIST, 

If you try out this program on the 
Basic file created by last month's 
Checksum Buster you'll start to see 
how the seemingly impossible was 
created. All the lines of text were 
stored in the variable name table, with 
the final character of each in inverse 
video to fool Basic into thinking they 


PROGRAM BREAKDOWN 


70 Initialise, dimension strings, and so оп 
80-90 Print the title message 
100-250 Get filename, open file scan and store 
NOTE values 
260-350 Print file's header information 
360-510 Menu choice and printer/screen select 
* — function 


Printing out variable name table information 


0000-1120 Get variable name and value data and 
print the name 
1130-1180 Check for which type of variable 
1190-1280 Print numeric variable information 
1290-1350 Print numeric array information 
1360-1410 Print string variable information 


Printing out program listing from statement table 


2000-2080 Get line number and print length details 

2090-2100 Print segment number and length 

2110-2130 Get command token and print expanded 
version from CMDS 

2140-2290 Get each operator token byte in turn, 
print expanded version from OP$ and 
check for special cases such as 22—EOL — 
and 20 — end of statement 

5000-5040 Subroutine to call Get-bytes routine from 
BGETS 


tialising strings 


6000-6040 Test for Revision A, B or C and gives a 
Basic error if none of these 

6100-6170 Create CMDS from command token table 
in Basic rom 

6200-6270 Create OPS from operator token table in 
Basic rom 

6300-6360 Add special cases such as implied LET 
and so on 

6400-6430 Read BGETS data for binary Get: byte 
routine 

6500-6520 Data for machine code binary Get routine 

10000-10010 File format error handler 


are just long variable names. 

So you've discovered that a 
complete program can't be made from 
its checksums, but you might have 
learnt more about the way that Basic 
functions and also that the tokenising 
system is not quite as rigid as it first 
looked. 

There is a well known saying which 
applies very well to computers, and 
especially to Basic: It's impossible to 
make anything completely foolproof 
because fools are so ingenious. 


Part |: These values will be added to LOMEM 
to form the zero page ram table. 
Bytes | Contents Function 

on 0 File format flag (zero) 

2/3 256 Displacement of the variable 
name table from the beginning 
of part two, plus 256 

4/5 DVNTE | Displacement to the end of the 
variable name table from the 
beginning of part two, plus 256 

6/7 DWT Displacement of the variable 
value table from the beginning 
of part two, plus 256 

8/9 DST Displacement of the statement 
table from the beginning of part 
two, plus 256 

10711 DSTC Displacement of the current 
Statement line from the begin- 
ning of part two, plus 256 

12/13 DEND Displacement to the end of the 
file from the beginning of part 
two, plus 256 

Part И: Starts at byte 14 of the file 

0 VNT Variable name table 

DVVT-256 | VVT Variable value table 

DST-256 | ST Statement table 

| DEND-256 End of file 


Figure II: SAVE and CSAVE file format 
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18 REM TOKENISED BASIC PROGRAM VIEWER 
28 REM BY ANDRE WILLEY 
ЗВ REM COATARI USER. 
40 REM 
50 DIN FILES(3B) ,INPS(300) f 
В), SPACES (80) , NDS (800) ,0PS( 1 
SD. 
60 BUFFERSCI)-" ":BUFFERS (2SM 
FFERS (2) =BUF FERS: SPACES=BUF Fi 
UFFERS: OPS=BUFFERS:OPEN #3,4,B,"K: 
79 GRAPHICS D:POKE 82,0:POKE 752,1:1 : 
7 * PLEASE WAIT 2B SECS =- CREATING TA 
727 260508 6000:6070 11 
Kt 82,0: GRAPHICS B:SETCOLOR 4,9,4 
TOKENISED BASIC PROGRAM VIEVE 


Copyright (CJ Atari User, 
ETUR 

REN #4 INPUT NEW FILE e 

0508 80 


29217 Enter new 
#16, FILES:POKE 752, 


LOSE #1:0PEN #1,4,0,FILES 
* PLEASE WAIT: Scanning file n 


158 GET ஈகா #1 
RENLOCOB THEN 106 
160 GET #1,A:GET #1,B:VNTP=A+B+256-256 
NENLOCOVNT THEN 1 
GET #1,A:GET #1 
ET él AGET எ 


GET #1,A:GET #1,B:STHCURSAVB®256-2 


56 
210 GET #1,A:GET எதுவ வைத 


6 
220 NOTE #1 WTSECT ANTBYTE: MS WV 


41 AVTSECT, VVTBYTE:MNe STNTA 

УЧТР: 50508 508 

240 NOTE #1,STNSECT STBYTE:NN=STRCUR~ 

SINTAB:GOSUB 5000 

250 NOTE 21, 

THCUR:GOSUB 5 

260 REM же PRINT INFO TABLE டி. 

270 00508 ВО:РОКЕ 752,1 

288 POKE 82,2:7 : ° HEADER TABLE: OF 

FSETS FROM doen:. 100141 TO 3 

217 CHRS(13);:NERT 1:7 

290 2 39 "Current files 1088030711. 

ES; CHRS(34) 

7 21 ‘Start of VARIABLE МАМЕ TABLE 

INTP«254 

3187 ‘End of VARIABLE NAME TABLE: 

dee 

328 1 "Start of VARIABLE VALUE TABLE: 

ய்ய 

358 1 "Start of STATEMENT TABLE: 

';PTNTABe256 

348 ? "CURRENT STATEMENT Pointer: 

";STRCUR 256 

350 1 "Last byte of progras ar 
ARPS 256-1 

360 REN к MENU CHOICE ROUTINE н 

378 POSITION 2,18:1F NODESB THEN ? Ke 

y (1) to show Variable Nane Table, 

388 ТЕ NODE=1 THEN ? “Key (1) to print 

Variable Nane Table,” 
(2) for progr 

or ESC to select 


CT CURBYTE:NN=STARI 


Une listin 
nev filespe 


POSITION 1,22:? "(Press the Space 
Bar to toggle output':? "between the $ 
CREEN and the PRINTER) 
418 GET #3,0PT 

420 IF OPT=32 THEN MODE=ABS(RODE-1):60 


To 360 

438 IF OPT=27 THEN 100 
4417 077549 AND OPT<>SB THEN ? CHRS 
(253);:60T0 410 

$50 POKE 82,8 

169 IF NODES THEN CLOSE #2:0PEN #2,8, 
KE 752,1 

THEN CLOSE #2:0PEN 42,8, 
POKE 752,137 :* 
PLEASE WAIT” 


VARIABLES 
498 IF 08755] THEN GOSUB 281 


LF RODEN THEN ? f sf] eb 
ess any key for menu>>>';:6ET #3,0PT 
518 6070 260 
10 REN ** SHOW VARIABLE DETAILS ө, 
10.7 #2" Variable Nase Table of '; 
ES 
1 SECTIVNTSECT:BYTETSVNTBYTE:SECT2 
SECT :BYTE2=WVTBYTE: VARNO: 


1070 1F А<128 THEN 7 4 
36070 1 
89 А=А-128:МОТЕ #1,SECT1 BYTE 
1090 POINT #1,SECT2,BYTE2 

1190 мкев:60508 5001 
NOTE #1,SECT2,ayTE2 
уна); 


1128 
VARNO=VARNO#1:60TO 1030 

1139 REN э» SHOW VARIABLE CONTENTS v^ 
1140 TF <D THEN 7 #2;SPACES(T,11-CH 


2; 
1150 TYPESASC(BUFFERS) 

T 170254 THEN ? #23" ம 
ARRAY: RETURN 

1100 ТЕ TYPE: 
RING:RETURN 

118 IF ТҮРЕ» THEN 12 
1190 REM e, NUMERIC (BCD) VARIABLE «e 


THEN T өгү UN-DIMED 


x 
12101 02:2 (2; SPACESCI 1j 1F MNT» T 
27 THEN RANTSHANT=12822 #2; 


1228 NANT=NANT: 
1290 NNEPEEK(T 


OR I=BUF+3 TO gar. 7 
=INT(NN/16+0. 1:001 


кшз THEN ? 42; 


3258 NEXT 1 
3288 IF கரசை THEN ? 
NTSRETURN 


Фу олсун 


'EEK(BUF 2) #PEEK(BUF*3) 254 
1320 2 42; 5РАСЕБСТ, 17) ;'bimension One 
PEEK (BUF+4) +PEEK(BUF+5) 256-1 
(= PEEK (BUFS6) + PEEK (BUF+7) 4256-1: 


PRINT STRING INFO . 
STRING: 

A2; SPACESCI ,179;"OF set Address 
EEK (BUF+2) +PEEK(BUFY3) #256 


1398 $ #2;SPACES(1,17);"Current Length 
PEEK (BUF #4) 4PEEK (BUF +S) #256 

3 #2;SPACES(1,17);"Naxinum Length 

PEEK (BUF #6) #PEEK(BUF+7) 9256 

1418 RETURN 

2008 REN *% SHOW PROGRAM STATEMENTS ev 

28183 #2; PROGRAM STRUCTURE OF 

RET 

2828 POINT #1,STASECT,STRBYTE 

2030 REN «v GET LINE NUMBER & SIZE «^ 

GET 1 A:GET £1, B: LINES AY 


GET _#1,SIZE:NN=SIZE-3:G0SUB 5 
2060 ? 92:18 LINE=32768 THEN ? 42;'Las 
ite command’; :FINAL=1:6010 208 


LINE; 
I bytes Long)':SE6 


PRINT SEGMENT DETAILS . 
get #2)" CSE’, Hin 
BUFFERS) «CURRO 57, 

GET В PRINT COMMAND ve 


2118 REN 
2128 CURE CURRY 
ТЕ 
2130 11 СКОЗССН, СН) «o CHRS (255) THEN ? 
40; CMS COR, CHO: СН=СНе1:6070 2130 

2168 REN #6 GET В PRINT EACH OP~BYTE + 


2452 ? 2; ff BYTES OR BYTE=1 OR 
BYTESSS THEN 7 627/559 «EOL'zGOTO 2030 
2168 CURR=CURR+1:BYTE=PEEK(ADR(BUFFERS 
сия) 

2198 IF BYTE=14 THEN ? #2;'nnn'; sCURRE 
6:6070 2160 


THEN ? #2;°558";:CURRE 


CURREPEEK(BUFFCURR+1)*1:60T0 2160 
2198 17 ВҮТЕ=22 THEN ? 62:11 FINALO Т 
HEN 6070 28 


22 THEN RETURN 
820 THEN CURRECURRET:? #2: 


TE 


2238 CHEBYTEW1O+1:0K=1:1F (BYTE>22 AND 
9178:28) OR (BYTED4D AND BYTECK3) THE 
te 
2261 TF ОРЗ(СН,СН) coCHRS (255). THEN ? и 
;OPSUCH, CH); Cs CHAT: 60TO 2240 
22117 0058 THEN 1 27] 

2260 1F 817827 THEN 2160 

2270 BYTE=PEEK (ADR (BUFFERS) + CURIH T) :1F 
TECH THEN ? #2:CURR=! 


2288 1 42; [60701 ஈரா: 
2208 GOTO 2160 

REN же GET 'NN' BYTES ROUTINE ட 
5010 BUF=ADR(BUFFERS) 

5828 18 NN>2500 THEN CLO=USRCADR(BGETS 
:NN=WN=2500:60T0 5020 
IF Mo THEN CLO=USR(ADR(BGETS) 1 
Wt NT) 

RETURN 

REM #4 SETUP TOKEN STRINGS . 
VER=PEEK(43234) 

6020 iF 25162 THEN STATTAB=42159:0PT 
desen REV A BASIC 

6038 IF VER=234 OR VER=96 THEN STATTAB 
12143; 0PTAB=42974:REM REV B/C BASIC 
B 1F OPTAB=O THEN ? +1° ERROR: N 
REV A, B OR С BASIC':END 

REM ж» SET UP CONNANDS STRING ve 
NUN=B:ADDR=STATTAB:? : "COMMANDS 


ADDR=ADOREZ 
6138 7 lf PEEK(ADDR)=O THEN 6200 


Turn to Page 12 > 
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from Page 11 


49 

58 18 PEE >! L 
BTT 
CURR CURR 1: ADDREADDR« T; 6150. 
6178 (40$(0018, CURRO =CHRS( 91 
28) CNDS (CURR 1, СОАТ) =CHRS(255) ADDR 
. 178070 6120 
6200 REM #* SETUP OPERATORS STRING „„ 
FUNCTIONS, ETC: "^ 


6240 CURRENUN TOV 1 லயா 
6250 IF PEEKCADDR)>127 THEN 6270 
6260 OPS (CURR, CURR)=CHRS (PEEKCADDR)):C 
Оян СОВ» N ADDREADDR# 1:6070 6250 
6270 OPS (CURR, CURR) =CHRS(PEEK(ADDR) -12 
8) sOPSCCURR1, CURR) =CHRS(255):ADDREA 
воле: вото 6250 
6300 REN ++ ADD NON-PRINTING CODES e 
6318 CHDS(541,545)=TLETI'sCHOS (546,54 
6) =CHRS(255) 
6328 OIDSUSST,SST) ERROR ":CN086558, 
558) CARS C255) 
6330 0S(161,161)=CHRS(34) 
4548 OPSC171,171)=CHRS(255) 
4350 07345611561) = 
6360 OPSGSTT/STDw C. 
6400 REN ж» SETUP M/CODE ROUTINE e. 
4M 11:2 ct 0 anp 

^; READ AIF Aco- THEN BGETS 
CHRS (A) De Te 6420 


6500 REN va N/CODE DATA #* 

6510 DATA 184,104, 184,18,18,18, 18,170, 
106, 157 ,69,3, 180,157 ,68,5,104,157,73,3 
528 DATA 106,157,72,3,186,166,157,66, 
Е 182,242) 3 0,935,215 86 ~ 


8008 REN +t FILE ERROR +t 
189187 27 7 FILE FORMAT ERROR:END 


1101 (Y) | 222 suk cP) | 438 а (U 
28 (22 (3) | 238 ELA (X) | 64a vyx (5) 
(0 | 24 டைய 582 (Е) 
ч) сит (W) VIS (A) 
(0. படு] ив (© 
(ம. NE (№) was (E) 
(5 13 0) we? (Т) 
w) 167 0) фр (0 
8P (2) uc (8) 
тхо (0) ON (Р) 
m гё (Р) 621 (ү) 
683 (0 1902) 
(2). $9 (FD 3 ($) 
w үш (Т) 381 (P) 
a эш m) мт (O 
w Ut (2) КИ 
w BU (P) 2 (6) 
o ALG (7) HET (N) 
[2] [280] ЕТА (0) 
(| 610 ser c) 780 (ம. 
210 зию (8) | 420 асс (0) | 1118 32 (3) 


1120 HP 
1138 DEN 


т 
EtA 
mn 
E 
HUN 
DNN 
13) 
55 
Du 
910 
vs 
170 
WE 
SSP 
DRN 
24 
PON 
cw 
90% 
kK 
24 
DPN 
745 
PIN 
568 
D 
wk 
656 


2828 031. 
2038 nr 


[m 
(2) 
(9) 
[2] 
000 
a) 
(5) 
0) 
(Р) 
m 
KH 
m 
(8) 
a 
(Р) 
யூ] 
M 
(1) 
© 
[m 
© 
[12] 
(8) 
e 
w 
000 
m 
a 
[13] 
(8) 
© 
B) 
(6) 


(9) 
(2) 
a 
(т) 
w) 
00 
W 
w 
(n 
(2) 
[3 
(6) 
(3) 
a 
w 
ИД 
Ww) 
070 
(1) 
(6) 
(№ 
(6) 
(Р) 
n 
00 
00 
w 
w 
q 
(Р) 


6100 
6110 
6128 
6130 
DT 
6150 
6160 
6170 
6200 
6210 
6220 
6230 
6240 
6258 
6268 
6278 
юн 
6310 
6320 
6330 
6340 
6350 
6360 
6410 
6420 
6430 
6500 
6510 
6520 
10000 
10010 


RTF 
155 
027 
114 
v28 
E 
sr 
E 
ERF 
202 
567 
bel 
wk 
250 
T 
E 
Fou 
N38 
MT 
Lou 
[5] 
Ké 
599 
See 
WT 
үү 
vo 
OKT 
NNT 
apr 
003 


m 
(0). 
a) 
(0) 
qu 
a) 
(5) 
(0 
1000 
M 
Ww) 
(9) 
w 
a) 
w 
W 
(8) 
(E) 
(E) 
(ү) 
(т) 
(0 
(5) 
w 
a) 
(2) 
(3) 
w 
(0 
(8) 
(P) 
(0 
(9) 
(6) 


221 Cannock Road, Chadsmoor, Cannock, 
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Statis WS11 200. Tel: (0543) 
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Smash His Vol 5 
Smash На Vol 8 
Smash His Vol 7 
ACTIVISION 
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CODE MASTERS. 
Grand Pr» Slate 
"Phone for slab. 
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558888883885285 


E 


il 


588888855 


ШЫР 


H3 


5888888888 


BUDGET TITLES — 


fil 


H 
U 


if 
i 


i 
1 


t d 
11 


3012 мөт unt £34.00 


PHONE FOR LATEST 
'ST PRICES. 


For hull nt of ST 
Sotware see our advert in 
"he Ate! ST User 


SPECIAL OFEERS „, 


“MILES BETTER SOFTWARE" 
nerven ck ht lr Aa 
MS edem sacre 


Phone rw 


E 


fer 


жие 
stocks 
ust 


Bulletin Board 
update 


The MicroLink Bulletin 
Board has just had a spring 
clean, and a backlog of 9,000 
old messages removed. But 
at the rate at which it's being 
used, it won't take more than. 
a couple of months to 
replace them. 

The Bulletin Board is an 
area where anyone can leave. 
a public message, start or 
join in a discussion on any 
topic or just ask for help. 

The range of subjects cov- 
ered is huge and always 
changing: cars are bought 
and sold, philosophy, pop 
music and poaching argued 
about and the reasons why 
somebody's software doesn't 
seem to work are revealed. 

here are even the oc 

опа! trivia quizzes (well, 
do YOU know how many 
electric tramways are still 
running in the ОК?). 

There's nothing quite like 
it outside the world of com- 
puters, but be warned. It can 
be very addictive. 


Preparing for 
Prime time 


EVERYONE upgrades their 
hardware occasionally, and 
MicroLink is no exception. 
But it’s not an Amstrad 
PC1640 they're getting. 

For some time now, the 
rate at which people are 
joining has put a bit of a 


Odd offers 


THE INDEPENDENT 
MicroLink User Group 
NEWSLETTER 


strain on the old Prime 850 
computer, and many users 
would agree that sluggish is 
perhaps a mild way to 
describe MicroLink at peak 
times. 

Now work is underway to 
install a Prime 9955 — not 
only has it got a longer name 
but it's faster and better able 
to cope with the increased 
demand. 

There's a lot of things to be 
done before the switchover 
can happen, software has to 
be changed and the digital 
detritus collected on the old 
computer in its years of 
dealing with us humans has 
to be cleared up. 

Exactly how much better 
the new service will be isn't 
clear, although technical 
people tend to use words 
like “massively” and get 
quite excited. 

We're all eager to find 
out... 


The MicroLink 
User’s Manual 


ONE of the projects that 
MUG is coordinating is the 
production of the MicroLink 
User's Manual. Designed to 
complement the information 
given to every MicroLink 
subscriber on old fashioned 
paper, the manual sets out to 
be an online way of 
describing the many facili- 
ties available on MicroLink 
from the point of view of the 
people who use them. 

At first, MicroLink can 


appear to offer а bewil 
dering selection of things to 
try, and even for experi- 
enced users the different 
options can be confusing. 
And there's always a way to 
do things faster, or at less 
cost. 

Of course, the information 
to help people do this has 
always existed, But it's been 
hard to find, and until now 
there hasn't really been any 
way for users to share their 
discoveries in such a way 
that others will be able to 
make use of them, The 
MicroLink User's Manual 
sets out to remedy this 
problem. 

At the moment MUG is 
collating the information. 
Sometimes the amount of 
data collected by users can 
be staggering — one sub- 
scriber mailed in over 200k 
of hints and tips saved up 
over years. Of course, we're 
just as happy to hear from 
anyone with one good id 

АН the data will 
indexed and made available; 
the exact design is still being 
discussed, but like anything 
else MUG does, it will be 
free to use. 


User groups 
are good news 


THE MicroLink Users’ 
Group came about as a 
result of various subscribers 
asking whether there was 
any organisation run to help 
users. 

User groups in any area 


THE prize for the most 
unusual use of MicroLink 
goes to ... well, nobody 
knows. But the last month 
has seen some odd goings- 
on. 

There have been people 
advertising for goose shoot- 
ing, others looking for 
burned out buildings and the 
usual range of online floral 
orderings to persuade moth- 


Suggestions of material for incl 


ers and lovers that com- 
puters aren't so bad after all. 

But you have to take your 
hat off, if nothing else, to 
Keith Channing. He helps 
run CORAL, Clothes 
Optional Recreation and 
Leisure, a naturlist organis- 
ation dedicated to promoting 
the various activities 
enjoyed by those who feel 
happier without their 


clothes on. And with a bit of 
advertising on the Bulletin 
Board and a touch of help 
from MicroLink themselves 
he's gathering together all 
those on the system who are 
similarly inclined. 

Now that has to be the 
most original use for Micro- 
Link. 

Unless (of course) you 
know better... 


are usually good news; they 
form a focus for ideas, opin- 
ion and self-help and give 
the users a collective voice. 

The flexibility provided by 
MicroLink and Telecom 
Gold make MUG particu- 
larly useful. There are no 
printing costs for newslet- 
ers and there's almost in- 
stant access to everyone in 
the group through the mail 
system. 

MUGs been going for 
about a month now, and 
we've already formed a team 
of people who have vol- 
unteered to answer queries 
and help anyone with 
MicroLink-related problems. 


It's a small 
world... 


. but full of Telecom 
computers, it seems. The UK. 
Telecom Gold system, of 
which MicroLink is the most 
active part, is just one sector 
of a global network called 
Dialcom. 

While MicroLink is System 
72, and other UK computers 
are in the range 70 10 90, 
there are Dialcom computers 
almost everwhere. And like 
international telephone 
exchanges, they've all got 
their own numbei 

MUGger Adrian Mars is 
trying to find out just which 
computers are where. This 
might seem an eccentric, if 
harmless, hobby, but such 
information as is available 
on MicroLink is difficult to 
find and (apparently) out of 
date. 

And it could be the first 
step to organising an inter 
national group of Dialcom 
users, which really would be 
a first anti another step 
towards the electronic 
community of tomorrow. 

If you know anything 
about the Dialcom network 
numbering scheme, then 
Adrian (MARS.ADRIAN on 
the mail system) and MUG 
would be glad to hear from 
you... 


n in the MUG Newsletter should be 
sent to Rupert Goodwins on MAGS5816 
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TOP QUALITY DISKS 
T ROCK BOTTOM PRICES 


m 


Сам а Reese ТР! 
Pag ol 10 52 Due cone wh Fre Paste n Ca (னர்‌ £149) 


b= 
PROFESSIONAL 
PRINTER STAND 


The new pinar stand is very space 


Storage Boxes 
$3.00" Lockable - Holds 25 
3507 Lockable - Holds 40 
3 


Cleaning Disc. 
5.25" Cleaning Disc ... 
Disk Notcher Z 
ST Printer Cable 


MUCH MORE THAN A MAGAZINE 


Phone us on 0785 57005 for further det: 
or visit your local newsagent today 


PAGE 6 has been supporting Atari 
computers for 5 years - coverage now 
includes both 8-bit and ST. Get the latest 
copy from your local newsagent or by 
subscribing. 


We also support our readers in many other 
ways. 


* All 8-bit magazine programs on disk 
with bonus programs included 


* Books for beginners to experts 
* Dust covers for all Atari equipment 


* The widest range of Atari public 
domain software available anywhere 


COPY HOLDERS 


ЕЯ 


YU S2 Copy Hower Wi Adjustable Ат 
Sie 1 115 wil smoot sige ine биде - E1995. 
нл Copy Holder win adjustable Arm 
Sie ex 12 (A9) £29.95, 
SPECIAL OFFERS 
35" DISCS + LOCKABLE BOXES 


ONLY £24.95 


40. РА 


KABLE BOX 
FOR 


ONLY £79.95 
3.5" TOP QUALITY BULK PACKED DISKS 
w m O м 10 


Sege Sed 1957 L £1249 02395 MES ги 012995 61695 
Double Sded sT yl бала C695 05295 (9895 பத #18095 


Rainbow Pack of five colours - New product! 
Элде Sond teen di 0595 ஜஜ n 00005 £21995 
Double Seed Р) 1885 03995 7S9 014585 02495 £27995 

Packs of 10.35" Disks соте wih Free Plastic Library Case (woth £1.49) 

М diss are supplied wih labels and are cerifed 100% error ree 


ONLY £44.95 


E 
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[D telephone 
Ramamber — al prices Include VAT and delivery! There are по Rien exes to pay! Personal callers welcome: 


E 


order. 
— — 


EA 


(CC 


DAY 


GREGORY BENHAM 
provides a routine 
to plot the ups and 
downs of your life 


THIS easy-to-use program is based on 
a simple theory put forward by 
research scientists that the physical, 
mental and emotional states of the 
human body are constantly 
undergoing three fluctuating cycles. 

These are very similar to each other 
but differ in their frequency. Physical, 
emotional and mental states have 23, 
28 and 33 day periods respectively, so 
they are not usually in phase with 
each other. 

They are said to be activated on ће 
day we are born and controlled by a 


kind of built-in biological clock. The 
listing here represents these changing 
moods by sketching standard 
sinusoidal waves in graphical form for 
any month since a person's birth date. 

The critical periods for us are at the 
highest and lowest peaks on the 


curves, when our moods will be 
correspondingly strong and weak. 
When all three peaks coincide we are 
therefore to be regarded as on the ball 
and buzzing or, in the second case, 
better off staying in bed all day. 

Since these cycles apply to 
everyone it therefore means that the 
three biocycles are running parallel, 
but individually with those of other 
people with the same constant phase 
lag depending on the difference 
between their birth dates. 

Biorhythm calculates this difference 
for each of the three categories and 
computes the combined average to 
give a figure as a percentage for how 
any two people's overall mood status 
compares, and hence determines their 
compatibility, 

The three main screen displays are 
all different display lists stored in page 
6 of memory enhanced by a custo- 
mised character set used throughout. 
Ifyou study lines 3000 to 3360 you will 
see a number of techniques used to 
make keyboard input easy yet idiot 
proof. 

When entering dates you must use 
the format DD/MM/YYYY: For 
example, 01/05/1988 or 1/5/1988 — the 
slash sign must separate the numbers, 
If you make a mistake the computer 
will either prompt you to re-enter the 
date or refuse to accept the input, You 
can erase any entry using the Delete 
key. 

The program contains many useful 
routines which add to the overall pres- 
entation: A flashing cursor, a totally 
re-defined character set and display 
lists have been used wherever pos- 
sible to enhance the graphic screens. 

A.B. | cannot be held responsible if 
you run the program and find out that 
you are not compatible with your wife, 


10 REN senena 
20 REN * зїн ж 

10 REM * BY GREC BENHAM # 

REM * யாம USER „ 

0 REM нения. 

100 DIM C551824):605UB 3000 

118 DIM 15620 ,M$ C120) „и C37) பப 
மாய ,DY 4.2) 

120 M$-" ":N5 120) =HS : NS (2) =S RESTORE 
160 

A18 FOR I-i TO 12;READ 
1 

140 FOR 121 TO LZ:READ D:DYCI)-D:NEKT 


НСТ) =D: NEXT 


TO LL READ INS:MSCDMIS 4) 


m 
160 DATA 31.28.21. 36, 21. 28. 31,31, 26. 31 
35, 1. 1, 22, 80, அட 121, 182,182,212, 244, 


274,305,335 
179 DATA JANUARY FEBRUARY, MARCH, APRIL, 
HAY, JUNE, JULY, AUGUST, SEPTEMBER, OCTOBER 
NOVEMBER, DECEMBER. 

180 FOR I-1536 TO 1653:READ D:POKE I, 
INERT I 


POKE r. பலா 


108 FOR 121722 TO 1755:0t4D 0:РОКЕ 1,0 
AMENT 1202058 (1516) 

218 фата 04,168. 5, 41, 1.24. 14, 168,12. 
141, 43,6, 168,13. 141. 44.6. 165,1, 133, 5,1 
69,39,133,12,163,6 

220 DATA 133,13,162,6,160,45,169,7,12, 
72.225, 56, 22, 25,5, 78, 77, 16s, 165,87, 208. 
26, 208. 76. 5, 206 

230 DATA 24, 152,6, 168. 5,61, 54, 44,127. 
258. 5.177,54. 73. 128, 145, 94,163,32,141, 
75.6. 76.55, 226,12 

p 422, 112, 112,75,0,148,9,3,9,9 
3.9.9.77, .6,6.2,2.2,2,2,2,2,2, 
2,65,73,6 

258 DATA 112.112, 112. 78, 5. 123. 2.5.8, 6, 
62,65, 112,6 

260 рата 112, 142, 142, 71.6, 146. 7. 5, 7,7, 
7, 7,2. 2,2, 2,2, 2.2. 2.2. 2.68. 18.5 

278 GRAPHICS 8:7 CHRS¢42S) :CLOSE m1:P0 
KE 708,206: POKE 702,0:PORE 710, 14:POKE 
ரய, 42:POKE 712,114 

189 РОЖЕ 764,255:POKE 756, RAMTOP:POKE 


88, 0;P0KE 09,14 
190 POKE 560,79:POKE 561,6:POKE 87,4 
100 CHBAS-PEEK C756) #256: TOPSCR-PEEK CU 
YePEEK (аэ) #256, 

318 RESTORE 340:FOR COLI 
ET:FOR 1:8 TO 7 

320 POKE TOPSCR+ 1510) 104COL РЕЕК (CHB 
ASHI CCSET#AD) 

330 NEXT I:NEXT COL 

48 фата 34,4, 47, 30, 48, 37,32, 49, 8,51 
159 РОЖЕ 87,2:РОКЕ 58,112:P0SITION 6,8 
e பதி 
360 POKE 87, 1:POKE 
1? B6;"D0 YOU мант то- 
179 РОЖЕ 87, 
Calculate a Bio-turve' 
ulate Compatibility" 
388 7 " 12) Exit from program": 


ய்‌ 


os 


180:POSITION 3,0 


и" ш 
ш сас 


IF KGL OR Юз THEN 


Turn to Page 16 > 
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410 ON K GOTO 1008,2000,450 

428 6010 278 

16 CLOSE Hii? САЗ (125) :РОКЕ 87,2:РОК 
Е 88,189:РОКЕ 755,8:РОКЕ 710,174. 

e POSITION 8,8:? M6;"by":POSITION 4, 
119 86: ИТГ" 

479 POKE 87,1:РОКЕ 60, 100:POSITION 2,8 
o ter ப ப்பம்‌ 

авв LIN=480:FOR DEL-L TO 70:NEXT DELIG 


1158 POKE 88,28:POKE 83,138:COLOR 2170. 
R 1-4 то 154 STEP S:PLOT 1,0:0ROHTO I, 
A:PLOT I41,8:DRüMTD TL, 4 deu I 


1:7 aste PHYSICAL emotional * 
aum 
1180 РОЖЕ 87,7:POKE 88, 26:POKE 89,128: 


COLOR 1:РОКЕ 708, 136:POKE 789,204: POKE 


ото 5008 R 
T 
PROGRAM BREAKDOWN 
100-260 Read the data into variables and the 
Display List data into page 6 
—420 Display the menu screen 
p m Find the end of the program display 
1000 1110 Enter information to be used in 
calculating the bio-curve i» 
4120-1340 Display bio-graph screen and draw 
curves Н 
2000-2180 Enter information for calculating bio- 
compatibility 
2200-2310 Display bio-compatibilities screen 
3000 - 3070 Control keyboard entries. 
3100-3160 Accept name input 
2 3360 Accept date input 
4000 - 4100 Calculate the difference between the 
ulate le phi in terms of 
- Calculate cycle phases i 
4200 - 4280 frye and avoid numeric overflow 
errors $ 
4300 - 4330 Calculate bio-compatibility as per- 
centages 
5000-6170 Play a tune 
- и-ир the new character set 
9000-9160 Setup 


1080 GRAPHICS D:POKE 755,2:POK 799,12 
eber 710,112:POKE 712,112:РОКЕ 750, RÀ 
NTOPGDSUD 3000 

1010 ? CHRSCI28):? "Enter. 
60500 3200 
ப்ப 
бото 1010 

? "Enter today's dat 


irth-dati 


TF ERR THEN GOSUB 


IF ERR THEN cose 


и 1038 


сото 1018 


16070 


160508 428 
AND LPF THEN 


6 :POKE 
756, RANTOP 

1130 PORE 560,112:РОКЕ 561,6:РОКЕ 87,1 
РОЖЕ 88,0:РОКЕ 89,128 


144 POSITION 3, 
1; YRIPOKE 07,7 


? me; MS n210- 


3iPLOT 8, S4:DRAMTO 159,31 :COLOR 21704 
2,AS:DRANTO 4,15 

1100 PLOT 3,14:0RANTO 5,16:PLOT 2,4710 
ONTO 4,47 
1210 CL-23: 


பையை Cz1:605Ub 15 
(I60/CL14€:C-2:605U8 13 


1279 CL-TI:PCz бау зими: C73: G05UB. 13 
oo 

1240 POKE 87,8:POKE 88,44:РОЖЕ 89,119: 
POSITION 4,0:? "Press any key to retur 
п to menu”:LIN=1250:G0T0 5988 

1250 GET RLKICLOSE 81 
1268 POKE 87,1:РОКЕ 88,1 
OSITION 3, 
1279 РОЖЕ 87,7:POKE 88,20: 


POKE 55, 12817 


1108 Р: 

КА 

X318 COLOR C:PLOT 2,-SIMUPCHPD MIB TI 
1320 FOR 120 TO LG STEP 7 


neei 18911: SOUND 
1149 DRAMTO K,Y:NEXT 1:500 8, 
sman 

2008 GROPHICS 9 


ОКЕ 789, 12:POKE 718. 


NIOP:GOSUB 1808 
1018 15:7"; "Enter 151 person's пам 
casu TOONS INS 

"puer Birth-date":GOSUB 3201 


2030 IF ERR THEN GOSUB 2808 ft 
E 
1848 GOSUB 2600:1F ERR THEN EBR-D:GDTO 


16070 


2060 ? “Enter Birth- 
D2zb:N-M: Y2-Y 

2078 IF ERR THEN GOSUB 1500:ERR-9;G0TO 
2068 

1000 GOSUB 1680:1Ғ ERR THEN ERA: 
2000 

3100 IF 01202 AND тїнї AND YicY2 THEN 
т 1? ASANE DATE! io DELI TO 260: 
MEXT DEL:GOTO 244 


010 


2110 TF үшү: THEN GOSUB 2170 
2120 TF YS THEN 2100 
2130 IF пон: THEN GOSUB 2170 
2148 IF MLOU THEN 2108 
2158 IF 9002 THEN 6058 2179 


ОЕ RETURN 
2180 CLOSE 01:60508 4000:G0SUD 4200 
2200 РОЖЕ S68,135:POKt 561,6:POKE 755, 
0 
2210 РОЖЕ 700, 42;POKE 709,130 
,8:PDKE 741,202:POKE 512,677 СНАЗ 125) 
1228 PORE 87,2:РОКЕ 50. Pore 89,146; 
OSITION 1,047 WO; "compatibility x 
2230 7 பழு 
1140 ? n5; "HIER —— 
3100.593710 
2250 ? een 
знана, 5/18 
2260 ? п; ШЕРИ 
999.5718 
2270 7 m6;"fEIEYD-— INT (ABS (AP 
0410:8, 502/18. 
1100 POKE 07, 
1 1877 17 и 
1318 POSITION 2,507 "Press c. for nor 
е conpatibilities':? " ^w to ге 
turn to menu":LIN2320:600 5000 
1328 K=PEEK(764) :1F. K O18 AND КОЗ? TH 
EN 2320 
1110 POKE 764,255:POKE 07,2:POKE 88,8 
1340 FOR 122 10 6:POSITION 15,1:7 us 
"MENT I 
1358 РОЖЕ 87,0:POKE 80,140:F0R 
3:POSITION 0,1: 


M} CINT CABS CEP. 


(INT (085 CHP 


140: P051T1ON 2, 


2360 GRAPHICS 
m 

2370 IF DF THEN DI-DI:NL-I 
2388 POKE 755.2:POKE 789,12:РОКЕ 710, 
120208 712,112 
1398 POKE 756,RAMTOP:OPEN uu, 4,910. 
бото 2058 

3999 POKE 694,0:1F PEEKCL6))127 THEN P 
OKE 16, (PEEK(16)-128) 

1910 RETURN 

3028 РОЖЕ 65, PEEK(BS)-1:? " 
| PEEK(GS)-1 

3030 IF 


ம 85 


THEN RETURN 
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3040 IF Net THEN И=1:121-1:-и-С0 
AMD (D(18))-C(I-2) AND (4(18)):IF I 


3070 RETURN 

100 TNL? 

3410 IF НСІ THEN Nz1:P0KE 95,1 
3120 GOSUB 3000:GET mL, K:IF 
RETURN 

3138 IF 137 THEN ? :7 "QuMame too lon 
g-please re-enter":? iGDTO 2188. 

3140 IF (K(65 DR 60 1220 AND 40 22 AND 
KO126 OR (98 AND к(97) THEN 3120 
188 IF K-126 THEN N:W-1:G05UB 303 
то 3118 

3160 7 00301 
TO 3128 

3200 I-li-LiDE-O0:ME: 
in the form Db/MA/YYYY"it 


55 THEN 


MS OND zCHRS (KD படையல்‌. 


"Enter date 


IF 127 AMD ப 3270 
3238 TRAP 3360:POKE 702,64:GET மட்ட 
3249 IF K=126 THEM иси-1:605Ш8 3920:60 
TO 3220 

1058 IF K(47 OR 1057 THEN 3228 

3260 ? CHR$QO IIF KOAZ THEN INS CN, 
STARS (К-48) படைய மாம 3220 

3270 OW 1 60506 3300,3320,3340:IF ERR 


їз THEM RETURN 


3299 5070 3212. 
3100 02004 (15) :bE-1:IF OCL OR DIA TH 
EN 3360 

3318 RETURN 

3128 HEVAL (INS) :МЕС1:1Ғ MCL OR HOA TH 
EN 3368 

3110 RETURN 


тө ¥VAL CIS) :Іғ படம்‌) 04 OR үа? 
72 THEN 3368 


3758 RETURN 
3168 GOSUB 1480:TRAP 40892: மாயி 
240% ? 1 இண 'ERRzL:RETU 


a 
3599 7 :7 "QUIncorrect Entry!" 
тї TO SOB:NEXT DEL:? CNRS 125) 
1680 ? :? "AIS this correct (W/m) " 
3619 GET BLK:IF KO78 AND KOOI THEN 
3616 

3628 IF K=70 THEN வவட 


1810 RETURN 

4900 pays=cv2-vi) "365 

4010 FoR I-Yi TO үт, 

LP2:1- CINT 21982199) 

s IF படம AND LPIO THEN DAY: 

S+LIIF 17 THEN (91-29 

зә NEXT I 

i8 IF Y2-CINT (Y2/ 4. 
பமல #100) Ое THEN 481 

4950 WL=DY CML) *b1-1:22-DY 04) 02-1 

4969 DAYS=DAYS-NLONZ:RETURN 

4979 FOR 1-2 TO 12:0YCI)=OYCI) H1 :MENT 

1 

4900 KL=DY CHL) $D1-1:82-0Y (M2) 02-1 
(838 DAYS=DAYS-MLYKZ 

4188 FOR т=з TO 12:DY 29% CD -LMENT 

RETURN 

4200 0215-0215. 

4210 IF DAY5)11393 THEN DEYS=DAYS:MD=2 

3:605UB 4400 

4220 PH-DAYS-INT (ba Y5/22) 23 

4230 IF DEYS)31993 THEN I-DAVS:DAYS-DE 

YS:bEYS-I 

4249 ІР раү5)11976 THEN DEYS=0AV5: e 
260508 4400 

4258 EH-DAYS-INT COAYS/209"28 

4260 IF DEVS) 31976 THEN 

ப] 


மாயை 


7 


в -u 


SUNAHO 


PO BOX 78 MACCLESFIELD CHESHIRE SK10 3PF 
Telephone (0625) 25228 


ATARI ROMS. ATARI CASSETTES ATARI DISKS 
Batte Zone 1495. Аза Aces aso Aemate Really и 
Donkey Kong Jnr 1295 Arkanoid 798  Autoduel 
Final Legacy 12.95 Atari Aces. 8.50 Basil: Mouse Detective. 
Joust 12.95 Four Star Games И 6.95 Druid 
Moon Patrol. 12,95 Basil: Mouse Detective. 8.50 F-15 Strike Eagle 
னான்‌ e eee Раю N 
Марат 7 E ай Fortunes 
Ponce 295 Football Fortunes 1275 Four Star Games | 
Four Star Games | 6.95 Four Star Games H 
ATARI BUDGET CASSETTES. Gauntlet (64K) 8.50 Gauntlet 64k. 
180......... 295 Deeper Dungeons... 4.95 Deeper Dungeons 
BMX Simulator 1.95 International Karate 5.95 Guild Thieves 64k 
Bouderdash 295 Jewels of Dances np 1275 донен Darkness Sik 
Boulderdash И 2.95 Kennedy Approach 8.50 Kennedy Approach 
Becathion 195 Leaderboard $50  Kngh Ore 
Dizzy Dice —  Leadebond ணை 
Football Manager 295 ілю Devis — 
Footballer of the Year 2.95 Living Daylights 8.50 Ume Devil 
Four Great Games II 395 Mirax Force 6:95 Living Dayiights 
Four Great Games Il (disc)..5.95 Nightmares 6.95 Мах Force ... 
Se) Phante От 

Grand Prix Simulator. 1.95 РІ: v 415 A Ek p Mer Cos û 
Henrys House. 195 Shoot em Ups 850 Pam e 
League Challenge T 

AM n Silicon Dreams 64k ..... 1275 Silent Service ... 
Panther 22295 ‘Spy Vs Spy II. 8.50 Spy Vs Spy H 
Rockford ....... 295 Soy Vs Spy М е 8.50 Soy Vs Spy ill 
Speed Ace .... 235 Tomahawk 64k ...... ....... 8.50 Tomahawk 64k. 
Spooky Castle 1.95 Trivial Pursuit 1275 Trivial Pursuit — 
Steve Davis Snooker ......1.95 Winter Olympiad 88. 8.50 Winter Olympiad 88 .. 


11275 


895 


16.95 
16.95 
12.75 
1275 
1275 
39.95 
15.95 

8.95 

8.95 
1275 

695 
16.95 
1275 
1275 
1275 


695 

895 
1275 

895 
16.95 
„895 
16.95 


1275 
1275 
1275 
1275 
16.95 
1275 


Please add 50р handling to all orders under £5. 
Cheques/PO's payable to: SUNARO SOFTWARE (AU) 
Girobank Transcash to account: 664 6638 


E 
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4270 IF DAY5)11377 THEN 0௨5-025 
3:6050B 466 

4288. WH=DAYS~IMT (DAYS/T W33 

4290 IF DEYS)31977 THEN T=DAaYS:DAYS=DE 


AYS/MD-INT (DAYS /HO) :раүз=ти 
ட்ப 5) RETURN 

POKE 764,255:60T0 5858 

ve, U1,U2,V3:SQU. 
SOUND 2,0 


SOUND 2,03,10,8 
IF PEEK(764) 0155 


5090 RESTORE 617 
5190 FOR не TO 
10070 LIN 


0,0,0,0,96,0,0,8 
ATA 56, 114,182,177 


165,144, 6,6. 114, 158.8, 
6126 рата 136, 38,55, 114,6 


72,8. 8. 66, 76, 
6170 рата 193, 


P-4:VADR-PEEK (134) +PEEK C125) 256: STADR 
PEEK (140) PEEK C141) 9256. 

9910 OF FSET=RANTOPS?S-STADR:MI=INT (OF 
FSET/256) ;LO=OFFSET-MI¥256:POKE VabRil 
,LO:POKE UADROZ, NI 

3010 css 1,80) rrna TY 
КА | perra 
rere шеш ناوم‎ ar 

9030 C55 (01, 169) „ eee 
oga паче dende 
алууна ee e Ar 

9040 css C161, 240) Eppe Ne a H2 нев 
песна шше) e en 
t осон. Aer LIE Ln 

9050 C55 CL 41,320) "OAc +t rn 
We e, „ „vt нн Hm 
"ieee taare 

3960 058121, ө) "gg" 
49/10 009992) arte na vtan 
009999) 0000098257 


3878 css 401,480)" риму? e 877 
ttf10935999 1093930) 4 89040)) ess) 99999 
занне аганнын)" 

3880 css C401, 560) "DEIR | vat 
СНА ri err; i. UAG, N 


39098 055061, 
+ 8 Kerz- eV- 
ADMONI OFT + з" 

3168 (55 (641,720 "IN Ш.Р 9! பன ஈம. 
FT iGO, нс Навес 
еса Ота 

3418 C55 (721,800) Ножны 
riot (à оны eee 
Y bonn inem 20:9 9" 

பபப! ОДО 
"anrr tv / (on оиын eet ப 
ese tte r: 

3170 C55 (001, 960) =" PP] ечимни rv vow 
ரகச யய "Ar Tee 


Einem mn) tee 

3140 C55 901, 1020) TEST fareet 
орсны өөө нген x |n (v pott ie 
trar: 


‘OR I51 TO S;READ p: 
XT т:ветш 


та) 
NE (A) 
EOD 
iv (1) 
820 (1) 
GY (0) 
400 (ப. 
ப$ (0) 
Daun 
uy (5) 
559 (0) 
PPH (4) 
970 (Е) 
PFA (1) 
вии (0) 
760 (D) 
щй) 
656 (6) 
$n (9) 
її (E) 
der (6) 
му (0 
BV (3) 
35 (0 
90 (1) 
oux (3) 
as (3) 
oko (3) 
928 (Р) 
kel (x) 
160 (8) 
ато (1). 
usw (V) 
ИТХ (Р) 
oF (0% 
ist (0) 
ик (O 


тїк (и) 3630 VEN (1) 5100 WFL (V) 
VON (К) GODA SKA (4) 6000 066 (9) 
CVS (6) 4010 MZ (5) 6010 AJF (P) 
Ера (C) 4020 RRA (K) 6020 YN (5) 
кёз (4) 4030 MV (Q) 6030 СЭН (Е) 
LKJ (T) 4048 SPU (5) 6060 CAU (3) 
жтт (D) 4050 WB] (6) 6050 YIK (0) 
VAN (у) 4060 T57 (T) 6060 U26 (1) 
VRI (G) 4070 FHR (н) 6070 VN9 (5) 
NGH (U) GOBO МЕЈ (S) 6080 XSA (3) 
RVT (X) 4090 856 (8) 6098 WF2 (2) 
Hop (5) 4100 ОХР (9) 6100 VRE (P) 
AFX (W) 4200 VON (0) 6110 170 (T) 
W (Р) 4218 76C (3) 6120 ТТ? (M) 
ATU (R) 4228 $45 (Y) 6138 XK (5) 
del (T) 4288 269 (3) 6148 ҮНЗ () 
ANR (7) 4248 BIW (E) 6150 сна (0) 
NGA (5) 4250 T50 (6) 6168 Dr (U) 
WI (0) 4288 317 GO 6170 HES (Y) 
РЗ (A) 4270 863 (И) 9000 638 (0) 
кї! CQ) 4280 TAL (6) 991138 (P) 
WSF (С) 4290 37 (€) 9820 MI ($) 
LSK (A) 4300 Nét (1) 9030 BAG (D) 
6200) 438 பர்‌ (D 9840 YVG (С) 
PUF (P) 4328 MU (1) 9850 267 (K) 
КМА (E) 6330 020 (B) 9060 WI] (E) 
VAM (C) 4400 205 (0) 9070 150 (P) 
ЮР (C) 5000 WIS (1) 98BB 1Р6 (P) 
WWW (Е) 5010 1А? (T) 9090 FPX (К) 
үз CG) 5828 9UL (4) 9108 Lu) (M) 
WON (B) 5030 SVB (S) 9110 MR (2) 
XUN (a) - 5048 064 (N) 9128 U3U (V) 
Wee (4) 5050 ADW (1) 9138 STR (ү) 
ЗХР (5) 5060 819 (P) 9148 CTU (3) 
DVR (0) 5878 PLO (L) 9150 EG6 (9) 
H22 (ү) 5088 LNS (0) 9168 РМК (N) 
3628 862 (М) 5090 06 (№) 
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OVER the years many programs have 
been written that load 62 sector 
uncompressed picture files and then 
allow you to alter them. However, 
none of them has ever let you to 
simulate a jigsaw puzzle. 

Jigsaw is a program which does just 
that. When it is first run you are 
presented with the title page — shown. 
in Figure | — that tells you how to alter 
the colours of the picture once it has 
been loaded. 

Next you are prompted to place a 
disc containing AtariArtist picture files 
into a drive. Pressing any key will give 
you a directory of the disc — only files 
with the extension .JIG will be dis- 
played, 

You are prompted for the number of 
pieces — 8, 32 or 128 — you want the 
jigsaw to consist of and once the pic- 
ture is loaded you press Return for the 
computer to juggle the pieces. 

‘A square cursor appears on the 
screen above the top left-hand pieces 
and it can be moved using a joystick 
plugged into port one. 

Place the cursor over the initial 
piece to swap and press fire. Now 
move it to the piece you wish to swap 
it with and press fire again. If you have 
moved to the correct place within the 


ALAN BATES presents 
a highly entertaining 
routine for jigsaw fans 


jigsaw you'll hear a beep, 

When the whole puzzle has been 
completed correctly the computer dis: 
plays a short message and then 
returns you to the disc directory sec 
tion of the program 

That's all there is to it — so have fun 
making jigsaws with your favourite 
pictures. 


Keys | Function 


0-3 | Select colour 


c | Chenges the 
selected colour 

Change a colour's 

luminance 


Figure I: Colour selection options 


10 REN JIGSAW 

20 REN BY A, BATES 

ЗВ REM (OATARI USER 

4B > CHRS(125)=2 "PLEASE WAIT 

50 60518 770 

60 6089 660 

70 GRAPHICS O:POKE 82,1 

89 POSITION 17,122 “JIGSAW':POSITION 9 
48:1 "Uses Atariartist files? "Insee 
t picture disk then press any key” 
98 POKE 764,255 


R 3 :687 62, A: OPEN #1,6,0,°D1:4.J16" 
1 TRAP. 120: INPUT (1, FILES: SF 
1LES(3,10):6010 110 


128 POKE Bi, PEEKCBID-1:7 


188 CLOSE een :? 27 "Enter Mtariartis 
t filename; : FILES DT: z INPUT ASLFILE 
Уза: FLLES(LEN(AS) #4 

135 7 082125) :SETCOLOR 2, 
148 ? "Jigsaw sizes available: 
1) В pieces? 72) 32 pieces:? 3) 
8 pieces’ 

145 122 "ENTER YOUR CHOICE 1,2 OR 3° 


15 INPUT NsN=INT(ND=IF N<1 OR ЮЗ THE 
[RE] 

168 TRAP 138 

178 OPEN #1,4,0,FILES:GRAPAICS 24:POKE 
559, D:X=USRCADR(LDS)) CLOSE 21:17 X>= 
128 THEN ? “Error "И; on disk’:60T0 
ИП 


188 үс 
N Yrs: 
190 IF №2 TREN 1С224:С= 


2:1 Nel THE 


24: 


4 
200 POKE 203,80/ (BN) =POKE 204,96/N:1F 


N=3 THEN POKE 203,4:POKE 204,26 
218 POKE 703,4 

DP=PEEK (68) +256#PEEK (89) ~1:HE=PEEK 
Jé) :WI=PEEK(203) 1: 
FOR 151 TO Bb:PSCY Y)" ert Y 

240 FOR Yd TO 192-НЕ STEP ME 

258 FOR X20 TO 40-01 STEP VI 

268 PSCC CY/HE) வய) CARS CN) ce 
" 

270 NEXT X:NEXT УРОКЕ 559, 02:POKE 766 
ES 
250 POKE RR,CeL:PePEEK(T8O) 21519 ( (PEIA 
)-(19:15) 52) :18 12-2 THEN 1214 

IF L=16 THEN Led 

IF P=31 THEN RI 
IF РЕ THEN Ri 
26 THEN BRET 


возив 650 
50508 650 
0508 650 
2:605U8 658 


330 ІР 
ЗАВ IF P=255 THEN 280 

358 SOUND B, 10,10, 15:1F PEEK(53775)=25 
1 THEN 350 


THEN C=C+16:1F (256 THEN 


370 POKE 764,255:SOUND 0,0,8,8:1F pe 
HEN 280 

POKE 559,8 

ТО 192-HE STEP HE 


41 YA=INTCRND(O)#(192/HE) dee 
Px 
JUSR (ADR CSS) , FT) 
(QURE வய): 
91/21) SNASCCPS QU 02) P$ (U,U) P. 
S(V,V)2PS(V,V)=CHRS(N) 

їз NEXT X:NEXT T 

448 POKE 559,42 


RESTE 
80 POKE $328 X:V=USRCADR(NS) „Ва, 
n 

ATI. S=PEEK (O32) sYeXe( ($97) - (8511) 20: 
Nee (5=7) ($211) 

AME Таз: (513) (ЗЕ ) Y eM (C 
321306810018 

490 LF «50 THEN XeYeXCtee n 

588 LF X>196 THEN X=X-KCENEN=1 

510 IF Y<15 வவ வய 

520 18 12101 THEN Y=¥-¥C:N=N=10 

530 SOUND 0,0,0,6: POKE 77 
548 IF PEEK(GGG)=1 THEN 460 

IF PEEK(GG4)=0 THEN 550 

If Js THEN Je 1:POKE 53249,X:V=USR 


5 
(மால உரோ R28) XX c Ye YN 
42N:G0TO 460 

NT (N= 1) / 10) வலவ ES CUI 


ИЕН 


584 YTEINTCCNT-1)/ 10) 0409 
НО 
1 


CCN 


ISRCADR(SWS) b லற SPOKE 5 
2 G=ASC(PS(NT 41) PCT NID 
:PS(N,ND=CHRS(GÎ 

(11/41) OR R-U 
(N,N) THEN SOUND 8,96, 10, 14 

ÍF es bs THEN 460 


10167 V2SOUND 
658 FoR V=1 TO 50] 
27 “CONGRATULATIONS !! 
completed this JIGSAW 
648 ? "PRESS ANY KEY TO CONTINUE. ..":P 
ОКЕ 764,255:GET 42,V;G0T0 78 


3 "You have 


Turn to Page 20 > 
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< From Page 19 


458. CE INTCPEEKCRIO 716) 6 
{RETURN 

400 GRAPHICS 17 

679 ? #6; L 

488 1 765, FOLLOW THE BUILT ININSTRUCT 


sPEEKCRIO-C 


858. DATA 216, 104 73,4,2 24, 125,3, 133 
573,173, 2, 185, , 53, 266, 168,8,177, 
263,201,79,208,21 

888 DATA 169,78, 145,203,165,203,24, 105 
„2,133,222, 165,206, 105,0, 133,206, 169,8 
2240, 14,281, 15,2086 

ETO DATA 169,16, 165,203,208,4,201,65,2 


217683, 165 

898 DATA 89,157,69,3,32,86,228, 189,67, 
3,133,212, 169,0,133,213,96 

998 DATA 216,106,106,135,206, 104,133,2 
BS, 106,133,208, 104,133,207, 166,204, 164 
203,177 285,12 177,207, 145,205 
910 DATA 145,207, 136,208,243, 165,207 2 


TM? 767, return TO CONTINUE 
ТЫВ GET 42, 


TONS Т0 LOADA PICTURE.':? #6 165,203, 26, 185,1, 133,203, 165,280 4,105 ,40,133,207,165, 208, 105,0, 133,208 
690 ? 7% ONCE THE PICTURE HAS LOAD 21065,4, 83,206, 169,8 165,205 26, 105,48, 133,205,165, 206 

Ер USE THE FOLLOWING KEYS TO — CHANGE 880 DATA 248,198,162, 16,169,7,157,66,3 928 DATA 105,8,133,206,202, 208, 212,96 
THE COLOURS:':? #6 „169, 5, 157 77,3, 169,38, 157, 73,3, 165,88 938 DATA 104, 104, 133,206,104,133,205,1 
700 ? we; кт coLouR™ 84,133,208, 184,133,207, 169, 0, 160,8,145 
710 ? vé; CHANGE COLOUR ,205,136,288,251 

тав 1 6; Км LUMINANCE”: 46:? 94 DATA 169,255,168,8,165 ,207,136, 208 
#6 2251,96 


758 RETURN T 
768 6070 760 iHe 
771 DIM LDS(117) ,SWS(61) , FILESL17) , ASL Я 
V) ,PSCUD) 0810) 78(2) :РОКЕ 106, PEEK( Жа 
106) ~162R=PEEK (106) #2560512 39 In 
788 PU 53277, 2/PUE 359,42: POKE 5427 PS 
PEEK (106) 

FOR 120 TO 256:РОКЕ 14R,O:NEXT 1 DM 


POKE 704,200:POKE 705,5: POKE 625, MI 


H fon хет то ப்பட்ட |106 
Мет х 20 ani 
828 FOR Хет TO 61:READ etH stan n 
):NERT X 13 

830 FoR et. TO FREAD erst MM 
E x 


145 М? 


BO OPEN #2,4,0,"K:": RETURN 


How to get 
your Atari 
to talk to 

a BBC Micro 


(or a Spectrum or a Commodore 
or an Amstrad or an ІВМ... or 
ANY other computer). 


Language problems become a 
thing of the past when you join 
MicroLink. Now you can use your 
Atari (plus your telephone) to 
send messages to any other 
computer user, with no 
restriction on make of machine — 


or even on 


Details from 0625 878888 
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Ро Box 
HEREFORD нт oY 
> ms 


Tota convened fo да using THE АССИ 
கச e Why endure wow and ere ra copy 


sos THE ALCHEMIST (D) Ф ONLY £19.95 Po 
[REQUIRE par BACKUP? The DISK TO DISK PLUS ity copy many ot ose 
மனைவின்‌ daka, eluding diska hal use CRG эт BAD SECT SAS tor protection! The. 
சடல features a TAPE TO DISK TRANSFER uty. а DISK TO TAPE TRANSFER 
மண ard a TAPE TO TAPE COPIER, ofr a comprehensive backup system at an 


Mordano cee, 
DISK-TO-DISK PLUS (0) @ ONLY £16.95 Post Frea 
REDUCE CASSETTE LOADING TIMES! i адойки fo sutor we сору ol cassona 
games. TURBOCHARGER XUXE aieo ofer JOSAVE! The Vi ый copy game. 
ஜலம்‌ an ordinary bank cassette - and he duplicates game wil LOAD FASTER THAN 


TRE ORIGINALI Tre orginal gam аре ம naf 

"TURBOCHARGER XLXE (C) Ф ONLY £9.95 Post Free 
SEARCH PROTECTED GAME TAPES wih THE DINAR Y ТАРЕ EDITOR. As well a 
arm casseria games, the BTE wi өлара you o actual LOOK a the programs, and 
Sieh ther thom a you copy T 

BINARY FAPE EDITOR [6] ONLY t3 95 Pos 

SPECIAL OFFER - buy TURBOCHARGER and THE BINARY TAPE EDITOR roget 
nd we жа vow in THE CASSETTE DUPLIGATOR, a iae copier writen 1n LIS able. 


а өс. THE SECTOR INSPECTOR is a 
ak nvestgaten oo tna enables you 10 LOOK a! he actual disk and eot the 
— you wish 
SECTOR INSPECTOR (D) Ф ONLY £7.95 Р 

TAPE-TO-DISKMENULOADER. SPECIAL OFFER package of TWO மனப்‌ uit 
NEW LOW PRICES The TAPE TO DISK vty wi талыш any snglestage mace coda 
.. a а menu dick erator hat wit placa TEN games onto ONE 
SET the games ave then seecabie Wom a menu sereen 

TAPE-TO-DISK/MENULOADER (D) @ ONLY £12.95 Р 
BASIC AUTOLOADER wit convert any Basi program on cae 
BBa youre bes yout own proram te sare manner as commercial games - hod 
San SULT ana SWITCH DNI Gove your programa a ouch of cias 


= accra arg Med o wrta qu 
tan NUKE v ether machine code or Basie. UNITED OPFER! We are வாள்‌ 
FREE copy of THE SOUND FX DESIGNER dsk wth each F UF. sold, Pa 

சன்‌ oles (the Sound FX Designar a aso svalato separat @ C793 (0) 

PROGRAMMERS UTILITY PACK (D) @ ONLY E2295 Post Fr 
DISCOUNT PRICES ON ATARI XLXE GAMES - VCS 2600 CARTS — ATARI ST 
SOFTWARE - WHY PAY MORE?! ~ PHONE OR SAE FOR DETAILS 
MINI OFFICE 1-£17 З5ЗВЕНТ SERVICE (C) Ей 95 (D) £13 SOL EADERSOARD, 
FE 

FORCE (C) £7 50 (0) £8 SEDRUID (C) £7 50 (0) £11 aSPHANTOM 
SSSSUEWELS ОР DARKNESS (CAD) £13 50-15 STRIKE EAGLE (C) PA 9! 
COLOSSUS CHESS 40 (C) £8 5 (D) £13 SOACE OF AGES (C) 8.99 (D) £13, 
= customers please add 62 your voa order For 
лее a SAE. Cheques and РО should be 


— 
FREE wan ary order over £20, TEN GREAT GAMES on dak. This oer shoud be 
улы and a உ மாண்‌ iae ofer 


1 HAVE kept the program to solve the 
gambling problem simple. When run, 
'ening at the roulette table just 
by. Line 100 defines how much 
money you have in your pot, with line. 
110 setting the size of the initial bet. If 
you like, you can put input state- 
ments in both those lines to vary the 
amounts when run. We can keep 
track of the largest bet we have 
placed with the iable LBET. 

Next we read in all the red numbers 
from the DATA statements into the 
array RED). The casino might close 
before we are through so the total 
number of spins of the wheel possible 
is tracked in the variable TSP. Simi- 
larly the number of spins actually used 
is recorded in SPIN. A logic variable 
BUST indicates if we have enough 
money to cover our bet and line 210 
sets up the victory pot ~ the amount 
we have when we decide to give up 
for the night. 

So now we enter the casino and 


OVER the last couple of months we 
have been outlining a problem fer 
you to solve — together with some 
hints on how to go about writing a 
program to give the required 
answer. 

1 asked you to test out a roulette 
gambling /: To bet on the 
red numbers and, if you lost, to 
bear the bet until you 
won. Many of you will have written 
your own routines to solve the 
puzzle, and mine is shown below. It 
follows the method described last 


month, but is just one of the infinite 
ways that you may have ap- 
proached it. 

If you've solved the problem in a 
completely different way we'd like 
1o see it, so send it to: 

Mailbag. Atari User, Europa 
House, Adlington Park, Adlington, 
Macclesfield, SK10 4NP, 

We'll give £10 for the best sol- 
ution that matches exactly the 
problem as it was originally defined 
їп the March issue of Atari User. 


In the third part of this series 
Mike Cook presents his solution 


start our first cycle of bets. Line 330 
generates the random number as a 
result of spinning the roulette wheel. 
Lines 340 to 370 see if we have won 
and then we must take the appropriate 
action if we have won or lost. If we 
have won we add our winnings to our 
pot and end the current cycle of bet 
doubling. If we have lost we need to 
double our bet if we have enough 
money ~ if not we are bust. 

Then if the casino is still open we 
can place our bet again. After a 
winning cycle of bets we decide 
whether to call it a night or carry on. 

So there you have it: You can see 
whether you will win. | made an 
adjustment to the program to run it 
continuously — keeping 8 count of how 
many nights | won and lost. | kept a 


record of 1,000 spins of the wheel and 
won 531 times. 

However, before you rush off to win 
a fortune consider a few more points, 
First of all most casinos have house 
rules which limit the maximum and 
minimum bets and some tables limit 
the number of times you can double 
your bet. In addition you will have to 
subtract your entrance fee and any 
drinks you buy from your winnings, 
Some casinos might not get through 
as many as 200 spins a night, so you 
will have to change that. 

Finally, it is rather a slow and boring 
way to make money. It's much better 
to hone your programming skill and 
make that pay. 

So are you ready for next month's 
Programmers’ Challenge? 


10 REN PROGRAMMER'S CHALLENGE 

20 REN THE SOLUTION 

38 REM TO THE PROBLEM 

40 REM மர்மம USER. 

50 GRAPHICS D:SETCOLOR 2,0,0 

БВ POSITION 2,2:? "PROGRARMER'S CHALLE 
NGE 
70 POSITION 2,3: * 


% ? THE ROULETTE WHEEL 

90 ? URT USER 

188 POT=100:TRUE=-1=FALSE=O 

118 FBET=1 

120 LET 

130 REM NOV IMITIALISE RED NUMBERS 
14 DIN RED(1B) 

159 FOR kei TO 18:READ Y 

160 12051 
178 NEXT А 
180 DATA 15,4, 
198 DATA 35, 


2,17,6,13,11,8,18,2 
131 ,22,29,28,35,26 


200 (irate 

210 Т5р=200 

220 SPINE 

238 BUST=FALSE 

240 REN NOW ENTER THE CASINO 

258 REN A NEW CYCLE OF BETS 

268 BETSFBET 

278 REN THE LOOP RETURNS HERE 

280 SPINSSPINET 

298 POSITION 2,18:2 “SPIN NUMBER 5561 


D 
388 ? YOUR ВЕТ 15 786; 
318 IF BETDLBET THEN LOET=BET 
328 Leet 
EE nen 

ЗЫ VINSFALSE 

358 FOR A21 ТО 16 

388 IF S=RED(A) THEN WIN=TRUE 

378 NEXT A 

388 IF WINETRUE THEN ? “YOU WIN” 
398 ІР VINCOTRUE WEN ? "YOU LOSE * 


488 1F WIN=TRUE THEN POT=POTS(BET#2) 6 
Don 

418 REN WE MUST HAVE LOST TO BE HERE 
420 BET=BET#2:BUST=TRUE 

438 1F POT2BET THEN POTSPOT-BET;BUST=F 
ALSE 

4 t "YOU HAVE SPOT, * 

458 IF WINETRUE THEN 490 

460 IF BUST=TRUE THEN 
470 IF TSP=B THEN 490 
488 6070 
490 REM DO МЕ EMBARK ON ANOTHER ROUND? 
508 18 BUST=TRUE THEN 540 

T (POTD>=VIP) THEN 548 

f (19850) THEN 540 

6010 248 

THE LARGEST BET PLACED WAS $';L 
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Missing in Oxide 


Load and save errors? 
LEN GOLDING gives 
answers to prayers 


h a verify utility 


THE Atari cassette system is beauti 
fully designed and always works per- 
fectly every time. And if you believe 
that you'll believe anything. 

How often have you typed in a long 
program and CSAVEd it, only to find 
later that there's a fault on the tape? A 
cassette file can be tested in only one 
way — by trying to load it, But this 
destroys the original program in 
memory, so if the file happens to be 
faulty you've lost all your hard work 

All kinds of things can go wrong. 


The connecting plug may have 
worked loose, especially since ter 
minals are fitted to only five of the 13 
pins. There may be dead spots on the 
tape — perhaps from too much re- 
recording — and some tapes designed 
to record music are inherently unreli- 
able when used for computer data 
The cassette unit itself can develop 
hardware faults — keys get stuck, 
heads get dirty or drift out of align- 
ment and drive capstans develop flat 
spots — especially if you leave the 


10 REN Program 1: Creates an Autoboot 
cassette file containing the Verify ro 
tine. 

20 BFR=(PEEK(104)-24)4256:REN reserve 
a safe area at the top of RAM as a ten 
porary buffer 

30 FOR X0 TO L6:READ D:POKE 15360K,0: 
NEXT Y:REM Load the new SAVE routine | 
nto page 6 

49 DATA 104,104,133,204, 106,133,205, 18 
4,133,206, 104,153,265,152, 16,169, 11,15 
74675 

50 DATA 165,203, 157,68,3, 165,296,576 
3,3,165,205,157,72,5,165,286 157, 73,3 
60 DATA 32,86,228,96,67,58, 155 

76 REM Load the program temporarily in 
to the reserved buffer space 

80 Xeü:RESTORE 150. 

ЭВ READ D:IF D=-1 THEN 120 

100 POKE BFRAX,D:X=X+1:6070 8 

110 REM Now read the data from the ten 
porary buffer into an Autoboot cassett 
e file 

120 OPEN 7178, 128, c. 

130 XsUSR 1536, 8FR, PEEK(BERHD 4128) 


140 END 

158 DATA 8,2,0,7,13,7,169,60,161,2,211 
124 96,169, 156, 161,231 ,2, 169,7 

160 DATA 161,232,2,169 ,148,141,200,2,9 
ГАІ 6,104, 106, 168,126, 08,2, 169,0 
470 DATA 162, 112,157,75,3,169,3,157,66. 
13,169,4,157,74,3,169, 131,157 ,68,3 

188 DATA 169,7,157,69,3,32,86,228 48,3 
9,162,112, 169,7,157,66,3, 169,253,157 
198 DATA 66,3,169,3,157,69,3, 169, 128,1 
57,72,3,169,0,157,73,3,32 86,228 

208 DATA 16,226,160, 138,7, 192, 136,240, 
5,169,158, 161,252,2, 162,182,169, 12,157 
166 

218 DATA 3, 32,80, 228, 109,3, 10,15, 28, 
96,8,67,58,155,.1 


38 cet (т) | 80 6RR (6) | 150 рун ($) 

28 920 (9) | 98 GFR (W) | 168 RPB (M) 

38 wo (7) | 188 21r (S) | 170 KKV (6) 

M OFW (3) | 118 crs (а) | 182 вай (4) 

58 RF2 (1) | 120 1v (P) | 198 616 (0. 

60 JK (U) | 138 3v9 (2) | 208 T18 () 
(e) 


тё CPT (2) 11400 218 N35 (A) 


Listing I: Autoboot creator 


recorder for long periods with Play 
locked down. 

On some older computers there's a 
bug in the operating system which 
interferes with the cassette handler 
routine - the usual fix for this is to do 
an LPRINT before saving anything to 
cassette, and ignore the ERROR 138. 

There's even the possibility of pilot 
error = you might have forgotten to 
plug the recorder in or, on 410 models, 
left the power supply disconnected, or 
neglected to press both Play and 
Record. 

The cassette handler has no way of 
knowing what, if anything, is plugged 
into the serial port - you could att 
an electric toothbrush, for all it cares. 

Whatever the cause, the result is 
likely to be ERROR 143, described in 
the manuals as a Dataframe checksum 
error and in more colourful language 
by users who have to endure it. 

This little autoboot program 
provides an answer. It simulates the 
CLOAD or LOAD "C:" or ENTER “С:" 
commands, without disturbing the 
contents of memory. You will hear the 
bleeps and whistles from the TV 
speaker, just as though the file was 
loading as usual, and any problems 
are therefore easy to detect. 

But if a fault occurs your original 
Basic program will still be there in 
memory, so you can keep on trying 
until you produce a perfect copy. 

Making the autoboot cassette file is 
very easy — Program | does it all for 
you. Lines 20 to 140 are identical to 
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those used in several previous 
cassette autoboot routines we 
explained in our articles in Atari User, 
so’ you may already have a file with 
them on. The DATA at lines 40 to 60 
holds the autoboot creator code and 
lines 150 onwards contain the Verify 
routine itself. 

Type in Program | and — with fingers 
crossed — CSAVE a copy. Insert a 
blank, fully re-wound cassette and run 
the program. After a few seconds you 
will hear the familiar double beep 
Now follow the usual CSAVE 
procedure and the machine code 
routine will be written to cassette in 
autoboot format. From now on you'll 
use this new tape, so Program | 
shouldn't be needed any more. But 
keep it in case you've made any typing 
errors and need to change it later. 

Before you can use the Verify 
routine however, it has to be loaded 
into memory. Re-wind the tape with 
the autoboot program on it, switch 
power off then switch on again while 
holding down the Start key. When the 
single beep sounds, proceed as for 
CLOAD and the autoboot program will 
install itself before Basic takes control, 
changing the screen border colour to 
prove it. 

Incidentally, if you don’t like the 
colour change, replace the 148 at line 
160 with 0 and make a new autoboot 
tape. You can always double-check 
that the routine is installed, by typing 
PRINT PEEK(1821) — the result should 
be 104. 

You can now carry on programming 
just as though the new routine wasn't 
there. When you've finished use the 
usual CSAVE, SAVE"C:" or LIST"C:" 
commands, and your program will be 
saved to tape. 

Now's the time to check that it's a 
good copy. If the file was made using 
CSAVE, then type X-USR(1821). This 
simulates CLOAD, with its short inter- 
record gaps. If you used SAVE "С:” ог 
LIST Cl, then type X=USR(1821,1). 
This lets the routine work with long 
inter-record gaps, to simulate LOAD 
“С:" or ENTER "C:". 

In all cases the file is loaded 128 
bytes at a time into the cassette buffer. 
A top-notch Verify routine would 
check each byte against the Basic pro- 
gram in memory. However, this would 
make the code much more complex, 
and greatly increase the autoboot 
loading time. Apart from which, it’s 
extremely rare for just one or two 
bytes to be corrupted — if the file will 
load at all, it's almost certain to be a 
good copy. 

To keep things simple and minimise 
typing, we've taken the soft option — 
our routine simply reads the file and 
does nothing with it. During the 
reading process you will hear the 


HOW THE PROGRAM WORKS 


If you're into machine code you 
might like to take a look at the 
source listing. If nothing else, it will 
remind you what a cassette 
autoboot file looks like. The header 
starts with 0, then contains the file 
length in 128-byte sectors, followed 
by the load address and intitialis- 
ation address. 

On power-up, and before Basic 
takes control, the operating system 
does a JSR to the sixth byte after 
LOADADR. This puts it at COLDST. 
where the cassette motor is turned 
off and the Carry flag cleared to 
indicate a successful boot. 

The RTS at line 300 returns con- 
trol to the operating system, which 
then does a JSR to the initialisation 
address. This resets MEMLO and 
changes the screen border colour 
to let you know that the routine is 
installed. Pressing Reset repeats 
the JSR to /NIT, reinstating the new 
MEMLO and border colour values. 

The RTS at line 380 hands control. 
to Basic, leaving the rest of the 
machine code routine safely tucked 
away and ready for your USR 
command. 

The USR routine itself starts at 
line 410 with a PLA to detect 
whether ог not a parameter was 
inserted. If not, it assumes that t 
file to be checked uses short IRGs. If 
any parameter was passed then 
long IRGs are selected. The spe- 
cified mode is programmed by 


storing either $80 or $0 into the 
second auxiliary byte of OCB #7. 
We chose this IOCB since it's the 
‘one used by the operating system 
for most external /O transactions. 

Lines 630 to 750 load the file, 128 
bytes at a time, into the area reser- 
ved for cassette I/O — CASBUF. So 
long as no error occurs, the 6502 
processor's Sign flag remains at 
zero until the end-of-file. Conse- 
quently line 750 will loop back for 
another chunk of di When the 
reading process stops for any 
reason the Sign flag is set, so the. 
routine drops through to ENDTST 
with the error number auto- 
matically stored in the 6502's Y 
register. 

If it's error $88 — end of file — 
everything is alright, so we exit via 
CLOSEIT without beeping the 
speaker. If the error number is 
anything other than $88, lines 810 
and 820 simulate the pressing of 
Control+2 on the keyboard, and 
this produces a beep. The error 
number is copied into ERRHOLD at 
address $782 — decimal 1922 — in 
case you need to inspect it when 
Basic gets control again. 

The last few instructions from 
840 to 890 close /OCB 47 and 
ensure that there will be no con- 
tinued whistling from the speaker 
when cassette O is finished. Con. 
trol is then handed back to Basic by 
the final RTS. 


usual sounds from your TV speaker, 
зо any problems are easy to detect 
and any fault will produce an extra 
loud beep. When the test is either suc- 
cessfully completed or aborted the 
cassette motor is switched off and 
control passes straight back to Basic, 
which prints the usual READY 
message. 

If you're desperate to discover what 
type of error occurred, you can find 
out by typing PEEK (1922). An error- 
free file will leave 136 here, but any 
fault will insert its own identity 
number - usually 143. 

Once you have a cassette copy 
which tests out successfully you 
should be safe to try loading it back 
into your micro’ 
CLOAD, LOAD"C:" or ENTER"C:" as 
appropriate. The Verify routine does 
not need to be in memory for this 
operation, though it can be if you 
wish. And that's all there is to 
checking that you've made a good 
copy of your program on your tape. 


10 CASBUFSS3ED 
20 (з?к 

30 С10ү=5456. 

40 пос 

50 (0012-1209 
51 E0Ls 398. 

ТВ GETCHR=SO7 
ЕШ ЕП 

98 1002-53. 
8100 188153544 
9119 190-234 
0 1000-3510. 
108570. 
LOADADR=S700 
NEMLO=S2E7 
OPEN 
PACTL=$0302 
SKCTL=SD20F 
ИИ cn 


0210 HEADER 
0220 


BYTE 0 
BYTE FINISH-LOADADR+127/128 
“WORD LOADADR 

Turn to Page 24 >. 


Listing И: Machine-code 
version of Program | 
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4 From Page 23 


9250 „ир INIT 
0260 COLDST 

0278 LDA #83¢ 

motor off 

0280 STA PACTL 

0290 elt 

ssful boot 

0300 RTS 

ge boot 

8310 INIT 

0320 LDA #FINISHEZSS 
protect 

1331 STA MENLO 

W containing 

p LDA #FINISN/256 
de 

0350 STA MENLO 
0360 LDA 4596 


Turn cassette 


Indicate succe 


End of Ist sta 


Reset MERLO to 
the area of RA 


our achine co 


Change border 


colour, to 

0370 STA COLOR shou routine + 
s installed 

0380 RTS Return to Basi 
c 


Vencove 


0020 BNE LSTFORM 
araneter. 

0430 PLA 

6% PLA 

means 


Branch if no p 


Any parameter 


2457 LDA 2588 
ВИТ OPENIT 


short 186 mode 


No parameter = 
long IRG воде 
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SOFTWARE- ALL £2.50 


oga GE енп Jen нт men urn йш ыш on t 
. ia Coran v лу би де er a 
aa inas at iar hase nen ore pag mata o nter 
operit re utr —-¾ ey armar н жа, 
SE d io parom Gra ede PET a 
S rinse RUE 
F 
eee eee 
Dee. 
. 

ТД төө! а к Ше ав во им 
ный 
.. poms pa e aan a S a m S ea 
JE COPEN ANO ATAA FLE ПОКА R рө а з pa wrga tr 
{nun de ry aps T AFD mena o ar ие! 
நவர iren ren a na ma a dtes apt rte e 
RAE Tuc a v os od e e 
. и a кын no r beme 
.. ̃ mech vea ஊமை கமகம 
F 
. 
eee 
ß 
Lage eee m wa வண்ட சலாட்‌ 
. 25 mr Тары tamem oe a 
(his wy Co d werten com dum s சமன: 

S A Marea pri Coon க e 
espere a or கை, 

— tot om gm e b pare on 


24 Atari User May 1988 


520 STFM 
£259.95 


Inc. Mouse, 5 P.D. Disks, Basic Disk and Manuals 


COMPUTER ACCESSORIES. 
5.25" Locking Disk Box - Cap 50 
5.25" Locking D B. - Cap 100 

Offer - 2 5.25: 100 Cap LDBs only... 


882 


5.25" Disk Cleaning Ki (Fluid) 

5.25" Disk Cleaning Kit (Dry) 

Copy Holder (Thing) 

Box of 10 5.25" DS/DD 48TPI Branded 
Precision Disks. 

Tracker 10 55/00 ёр! Cased 

Tracker 10 08/00 48р Cased 

BOOKS 

Atari 130XE Games Book 

Atari Graphics and Sound 

Atari Strategy and Tactics 

Get More from the Atari 

Making the Most of Your Atari 


Send full details of your Hardware 
and Software if you want a quote for 
a trade in against an ST. 
DUSTCOVERS - PROTECT YOUR HARDWARE 

Please speciy model 
1050 drive/1010/XC11/XC121apê £295 


800ХІЛЗОХЕ 
1027/1029 printer. 


2888 
$5888 882 8888888 


38888 838 


5208 TM, SF314 
1 MEG DRIVE 


MOUSE, BASIC DISK, 5 PUBLIC DOMAIN DISKS, 
1ST WORD wordprocessor, SPELL IT speling 
checker and manual. 


£329.95 


5:25" Bulk Disks - Certified Error Free — 

но quibble replacement Lifetime Guarantee 
Nad 25 ю о 

SSOD4mp 550 юш 700 3300 

озор 550 110 900 8800 

озоор 750 #1300 02100 £70 


50 55/00 48tpi + 100 Cap 
LD Бох....................Ё24.95 


50 SS/DD 96tpi + 100 Cap 


LD box. 825.50 


75 05/00 48tpi + 100 Cap 
மல... £32.95 


75 08/00 96tpi 100 Сар 


LD bo: £33.95 


Product: Thunderfox 

Price: £4.99 (cassette) 

Supplier: Atari Corp (UK), 
Atari House, Railway 
Terrace, Slough, Berkshire 
512 Bz. 

Tel: 0753 33344 


A HEAVILY armed enemy 
transporter ship is carrying 
Disilicate energy crystals for 
the approaching Phalon 
mothershi 

Once these have been 
installed in the deadly 
Phalon war machine they 
will turn it into the most 
powerful destructive force 
in the Universe, Capable of 
destroying entire solar sys- 
tems in minutes, it must be 
stopped. 

You have been chosen to 
represent the Federation 
forces. The new Thunderfox 
— an ultra-sleek and incre- 

le space 
has been given to 
you in a last ditch attempt to 
destroy this evil threat to 
mankind, 

All you have to do is 
locate the crystals and de- 
stroy them to stop the war 
machine from being fin- 
ished. They are situated 
inside the transporter and 
are guarded by the crystal 
guardian: Obvious if you 
think about 

Your way into the trans- 
porter is restricted by two 
anti-gravity stabilisers 
located at the far right of the 
ship. You must bomb each 
five times before it is de- 
stroyed — not an easy task 
even for an avid games 
player. 

Itis very easy to run out of 


bombs while you're trying 
to knock out the stabilisers 
so an option to reload is 
built into the gam: 

When you have used all 
your bombs, fly to the far 
left hand of the transporter 
and land on your moth- 
ership where your supply 
will be refurbished. 

When you have destroyed 
both stabilisers, fly to the 
left of the transporter and 
land on the pad. You will 
then be transported to the 
bowels of the ship and enter 
the thermonuclear laser 
room. 

If you come into contact 
with any of the lasers or the 
walls you will be instantly 

integrated. 


Remember to watch the 


generated by the 
lasers will destroy your 
Thunderfox if you take too 
long getting through. 

Once you manage to get 
past the lasers you enter the 
energy crystal room where 
the guardian is waiting for 
you. 

The Disilicate crystal is 
located in its head and you 
must shoot it 10 es to 
blow it up. This is hindered 
by the mobile wall that 
moves up and down in 
front. 

The playfield uses a split 
screen and in the bottom 
quarter is the long range 
scanner — which indicat 
how close the Phalon war 
machine is to the trans- 


porter. 

This distance is constantly 
closing, so time is of the 
essence — don't mess 


around shooting enemy 


vessels that you can just 
ignore. Also at the bottom of 
the screen is a status line 
showing your score, liv 
remaining, weapon in use 
nt level. 
action takes 
place at the top of the 
screen. 

An extra ship is awarded 
for every 5,000 points 
scored, and your total score 
is calculated depending on a 
number of factors, such as 
destroying the guardian 
head and blowing up 
ground installations. 

The game is joystick con- 
trolled, allowing you four 
directions of movement — 
up, down, left and right. If 
you are travelling flat out 
when you push forward or 
backwards you will 
accelerate or decelerate 
relative to the movement. 

However, when your craft 
is moving at its slowest 
speed, when you pull in the 
opposite direction it will flip 
over and reverse its travel. 

The fire button is used to 
activate the on-board lasers 


but it also switches from 
lasers and bombs when you 
hold it down and move in 
the opposite direction. 

The graphics are nice with 
lovely scrolling. The sound 
effects are well implemen- 
ted and there is a catchy 
main tune. 

When your fighter 
launches from its hangar 
you get a superb side on 
view of it — an original fea- 
ture. Also, when your craft is 
hit by enemy fire it doesn't 
explode staight away. It 
plummets to the surface of 
the transporter — another 
nice idea. 

The game is quite difficult 
grips with, but after 
I hiccups it got me 
hooked. | would recom- 
mend Thunderfox to lovers 
of shoot-'em-ups. 


Neil Fawcett 
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Tel: 091-414 4611. 
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Product: Zybex 
Price: £2.99. 
Supplier: Zeppelin Games, 


28 Osborne Road, New- 
castle upon Tyne МЕ? 2AJ. 
Tel: 091-281 4401 


AFTER taking a look at the 
pre-release version of Zybex 
in the March 1988 issue of 
Atari User | was delighted 
when the finished version 
arrived. Believe me, it was 
well worth the wait. 

The game revolves 
around the fate of two 
rebels, Rinser and Cassal- 
ana. You control them in 
their bid to escape death 
row and execution — and 
before you think or say 
anything, not the one in 
Alcatraz. 

To do this you have to 
undertake an almost suicidal 
mission to the Czoken 
System. 

Once there you have to 
visit 16 strange worlds and 
do battle with wave after 
wave of alien hordes. 

If you survive you will be 
awarded a teleport crystal 
which allows you access to 
other planets in the system. 

Eventually you will reach 
the restricted levels and the 
ultimate challenge — the 
Zybex itself 

As well as needing the 
crystals for access to the 
other planets you are also 
governed by how many 
tokens you have collected. 

After completing the 
initial level it is possible to 
advance up to level 12 in 
any order you want without 
a token, but after that you 
will need three tokens to get 
to the restricted areas. 
These are awarded after the 
completion of a level. 

If you survive and retrieve 
the Zybex, the death rings — 
placed around your necks 
by your captors — will be 
removed. 

To help you on the mis- 
sion you have been given 
the Orbit weapon with its 


lowest power level 

As the mission progresses 
you can increase the de- 
structive force of the Orbit 
by picking up debris of the 
same shape that appears on 
screen after you have blas- 
ted an alien wave. 

Many different instru- 
ments of destruction can be 
collected including the Rail 
Gun, the 8-Way, the Wall 
and the Pulse. 

Extra lives are awarded in 
the same way — simply fly 
over the spare man when he 
appears. 


shooting system. You have 
built-in auto-fire which 
allows you to select any of 
the weapons you have 
collected by pressing fire to 
step through them. 

In later stages you can 
have them all going at once 
— it was a real pleasure 
watching aliens explode all 
over the screen under a hail 
of laser fire. 

Your weapons are dis- 
played in two status screens 
that sandwich the main 
playfield — one for each 
player. 

Another status line near 
the bottom of the screen 
shows lives remaining, 
score and which weapon 
you are using. 

You can have both players 


оп screen at the same time, 
and luckily you can't shoot 
each other. 

The play area uses a 
number of graphics modes 
with a carefully thought out 
use of colour and superb 
scrolling. The alien land- 
scapes for the different 
planets have been beauti- 
fully designed. 

Similar games are often 
criticised about the design 
and animation of the hero 
and aliens, but Zybex 
doesn't suffer from any of 
these faults. 

The animation and design 
of your player is excellent. 


ше... அர ыс < 
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The Czoken System — one of 16 worlds 


You will need your array of weapons 


His arm jerks back as he 
fires his weapons and he 
swings and tucks his legs as 
he thrusts upwards or 
accelerates. 

Every alien wave that 
attacks you is animated in 
its own way: Some rotate 
and others pulse as they 
200m across the screen. 

The game caters for 
everything you would ever 
want. The high score table 
has а dual entry mode — two 
players with two joysticks 
can enter their names at the 
same time. 

All game options are con- 
trolled using the joystick — 
all you need to do is simply 
highlight the icon you want 
on the majn title screen and 
away you/go. 

One of my favourite fea- 
tures is the music. Several 
pieces are used throughout, 
but the main tune is so 
catchy | found myself 
whistling it all day. 

A fine finishing touch to a 
wonderful shoot-'em-up. 


Neil Fawcett 


Sound. 
Graphics. 

Playability .. 
Value for money. 
Overall. 
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Kicking into touch... 


ARCHON - ROM He You cai BALLBLAZER - ROM > £14.99 ere 
ееп the forces of M т ihe Plasmorb throu! 2 
A battle between ne, you have to fight T can you show your Rotolol? For one or two Pav" 


— £14.99 


RACTALUS - ROM jut the evil 


IN FI 'ractalus - bi 


Atari have always had the greatest arcade 
games in the galaxy, now they're adding even 
more winners to the collection. From the high 
speed skills of handling a WW.1 biplane, to the 
brain-aching Archon battle of wits. Whether 


т WORLD, CASSETTE. £4.99 ч o 
y through eleven dungeons an 


anti-matter pods and lasers. 


TWILIGH 


you're landing the punches with Fight Night or 
using the awesome power of Thunderfox to 
blast the enemy, Atari give you the best com- 
bination of graphics speed and skill this side 
of Alpha Centauri. 


ALL GAMES SHOWN ARE COMPATIBLE WITH: ATARI XE GAMES SYSTEM, ATARI 


| 


) THE GREATES 


The thrills of WW. dogtightin Rey aids. 
ne thrills lighting. s 
e thri 


——— 
CASSETTE can you best the 


dds in your Thundertox? 


THUNDERFOX 


e machi 
ie zylosian wi 
ள்‌? horrendous oe 


Then there is Atari's compilation cassette 
of all time favourites, which at only £4.99, makes 
it, you guessed it, the best value on Earth! 

Pick the latest and the greatest from your 


Atari Dealer or fill in the coupon to order by mail. 


65XE, 130XE, AND 800XL COMPUTERS. 


construct and train ¥ 


FIGHT NIGHT 


by Accolade 


hamp then guide him 
two players. 


ОМ - £14.99 ப 
FIGHT MIGHT aur oun eon е 


to the championship. One OF 


99 os 
Cassette! Centipede: 
tack 


CASSETTE. 
unes on Ont 
йе comment 


COMPILATION 
Five arcade favo 
Star Raiders; Mis 


е cass 
id; Tennis; Typo At 


Please tick title(s) required 
Rescue on Fractalus £14.99 Fight Night єм. 99 H Blue Max e499 O 
Twilight World £499 Thunderfox £4.99 [] Compilation £4.99 O 
Forward cheque/postal order for total amount accompanied by this 
order form to: Atari Corp (UK) Limited, Atari House, Rallway Terrace, 
Slough, Berks SL2 582. 

Name (Mr/Mrs/Miss). 


Address. 
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Archon 499 — [] Ballblazer e1499 O 


Postcode. 


A 
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AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 
à - | ' U А 


УУУ У УУУУУУ УУУУУУУУУУУУУУУУУ УУУУУТУТТ 


44444444 AAAAAAAAAAAAAAAAAAAAAAAAAAA 


УУУУУУУУУУ YYY YYY YYY YYY УУТУТУТУУУУ YYY YY YYY Y 


ТУУУУУУУУУУУ УУУУУУУ УУУУУУУУУТУУТУТУУТУТ 


WE welcome letters from readers giving their help with 
games on the Atari that they would like to pass on to other 
readers. The address to write to is: 


Hints and Tips 
Atari User 
Europa House 
Adlington Park 
Adlington 
Macclesfield SK10 4NP. 


THIS month's map on page 32 
shows you the levels of Activision's 
entertaining game The Eidolon, so 
to complement it here are some 
useful tips: 

® On the lower levels the Jewel 
Guardians are not very dangerous, 
but they can still drain your energy. 
So when you approach one, to 
wake it up, shoot your fireballs at it 
quickly while moving backwards 
Ф If you do manage to get lost, 
press P to pause the game and then 
refer to the map. 

ஓ Shooting a blue fireball at a crea- 
ture will freeze it, but a green one 


will change it into something else. 
But beware, the monster it changes 
into may be more dangerous than 
the one you faced in the first place. 
@ When you're fighting something 
dangerous and your energy level 
gets too low don't be proud — just 
run away. Amass more energy by 
collecting fireballs and return for 
another go. 

© When confronting a dragon, you 
can still collect the fireballs it spits 
at you by pressing the spacebar. 
Unusual hint: If you need both 
hands to hold your joystick, take 
your shoes and socks off, put the 
computer on the floor and use your 
left big toe to press the spacebar 
and your right one to press the P 
key. 

Ф If you collect all the jewels in the 


first five levels you can bypass all 
the creatures in levels six and 
seven. That is if you don't get killed 
by a dragon, in which case you lose 
all the jewels. 

@ If you run out of time you will 
have to start again on level one. So 
if time is running out you have two 
options: Face any wall and shoot at 
it — the fireballs will rebound and 
kill you — or let a creature or dragon 
kill you. 

® On level eight, collect as many 
jewels as you can to give you a high 
energy level. Avoid all the red 
fireballs — you can't shoot them, as 
the roof is too low. 

@ Finally, when you meet the 


One of the 
dragons you 
encounter in 
the game 


dragon on level eight, don't panic. 

Next month we'll introduce you 
to the demonic and strange 
monsters that inhabit the 
underground caves and tell you in 
detail how to kill them. — Bryan 
Stevens, Andover, Hants. 


FIRST of all you need to get the 
remote switch, which can be found 
in what looks like a cart. Go to the 
force field where the floppy disc is 
and use the switch, then get the 
disc. 

Next, getto the tap on the surface 
and go as far as possible to the 
right. You will see a white object 
sticking out of the cliff. Use the tap 


to stop the fountain. Now go all the 
way down the cliff and get the wire. 
Go to the dynamite, near the start 
and down to the right. 

Get the plunger and go to the 
room with all the rocks piled up. 
Use the plunger to clear the door. 

Go through this door and use the 
plug and the floppy disc, When 
asked to identify yourself type 
SLARTIBARTFARST and the force 
door will now open. Go through it 
to the pineapple 

Get the oil and go to the fountain 
room. Two screens on from this 
you will find a red machine. Get the 
fuel and go to the spaceship, but 
make sure that you have the ID 
card. 

Use the fuel and the ship will 
launch while you get ready for the 
next puzzle. - Gary Quigley, 
Finglas, Dublin. 


WHEN the spy car is first placed on 
the road from the weapons van it 
can travel on the rough ground to 
the right of the screen — this nor- 
mally causes your car to explode 
later in the game. 

To do this you must go forward 
at the slowest speed and pull right 
as far as the car will go. 

The noise is pretty bad but it gets 
you out of some pretty tight spots 
on the expert level. 

When the mad helicopter starts 
attacking the spy car, watch for the 
small square on the side of it to 
flash before you move away. Then, 
unless you hit a screen boundary, 
your car will not be destroyed. 

When one of the enemy vehicles 
goes under the helicopter wait until 
the chopper tries to drop a bomb 
and fire at the car. Both of them will 
explode. — Andrew Patterson, 
Basingstoke, Hants. 
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WITH few new adventures being 
released for the 8 bit Atari just now, 1 
suggest you rummage around in your 
sack and pull out a few of those 
golden oldies and revisit old 
acquaintances. 

‘And what better way to start with 
than with an Infocom adventure — 
there is so much in them that they 
always repay a return visit. The classic 
Zork trilogy should be high up on your 
list, as should Planetfall, Deadline and 
Wishbringer. 

For cassette owners, | would recom- 
mend Level 9's Colossal Adventure for 
а replay. This is the best version of the 
famous Crowther and Woods original 
Colossal Cave adventure that | know, 
and still gives me a real kick every 
time I go back to it. 

One new adventure for 48k Atari 
machines has come to my attention, 
but due to the fact that my disc drive 
has been showing signs of old age, | 
have been unable to give it the Rouloc 
razor-sharp review treatment, The 
game is OCI — Operation Computer 
Industry — and is produced by a com- 
pany called Tearsoft. 

The plot concerns one Professor 
Decker who has kidnapped a bunch of 
programmers attending a software 
conference. His plan is to hold them 
hostage while you go off and recover 
а folder which will prove that the 
professor's son was killed in a fighter 
test crash in 1980. 

To keep the authorities at bay and 
the town clear while you accomplish 
your task, the professor has built an 
atomic bomb and has ot 
sive tricks up his sleeve — no half- 
measures for this guy! 

ОС! is a text only adventure using а 
simple vocabulary. It costs only £1.99. 
оп cassette and £2.99 on disc, so you 
can't really go wrong. Copies are 
available direct from Tearsoft at 
Seawinds, Croft Road, Lochcarron, 
Ross-Shire IV54 8YA. 

Lots of help has been supplied by 
readers in response to Dave Hall of 
Sheffield's pleas for assistance with 
Alternate Reality: The Dungeon. 
Although Dave has since written to 
say that he is well on the way to 
solving all the secrets of this adven- 
ture, | think it would help other readers 
to print some of the advice received 
from those adventurers who have 
taken the time and trouble to write in. 

David Lago of Burton-Upon-Humber 
says that he has found it better to start 
off with a new character, as imported 
ones seem to get killed off too easily. 
He brought in a really good Level 11 
character from the city but that too 
suffered the same early demise. 

The progression of statistics is 
much better if you start off from 
scratch, says David, and by using 


aggres- " 


Back to the 
Golden Age 
of Adventures 


good weapons found in special 


places, you can have a better cha- 
racter at Level 5 in the Dungeon than 
by importing a higher level one from 
the City. 

David recommends that if you find a 
silver key on a corpse or elsewhere, 
you should take it to the prison in the. 
palace dungeon area. There you can 
free Acrissimird’s assistant who will 
give you ipell called Temporal 
Fugue which speeds you up in 
combat, makes you hit harder and lets 
You pick up dropped weapons. 

The oracle doesn't appear to know 
what your abilities are, but simply lists 
the quests in order. There's nothing 
for it but to keep on throwing in gold 
and listening. The first clue to the Gar- 


` goyle's riddle is SHIPWRECK and you 


can only cross the River Storm at mid- 
night. 

Susan Fairhurst of Ashton, near 
Wigan, adds to this by saying that the 
other words needed to answer the 
Gargoyle's riddles are ORACLE and 
BLOODSTONE. She warns to take care. 

there is something nasty on 

е other side of the river. 

Susan and others 
advise that you check that 
you have version 2.1, as 
version 2.0 has two FBI 
agents that prevent you 
from transferring a city 


character to the dungeon. 

Susan would like to know the sol- 
ution to the three doors, She knows 
that going to the first three times 
‘opens the one to the corridor and 
going to door two shuts И – but what 
does door three do? The answer is 
‘something to do with two other minor 
quests — but does anyone know what? 

Poet Laureate of the month award 
has to go to Dave Fox of Kemsing In 
Kent. He has sent in a number of 


Turn to Раде 36 > 
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rhyming tips for The Dungeon. For 
example: 


A beast with fangs and fearsome gaze, 
Whose hide will stop the keenest 
blades; 

All forms of magic it withstands, 

Yet thou might conquer with bare 
hands, 


Good, eh? What it actually means is 
that to gain the Bloodstone you must 
kill the Basilisk using the mirrored 
shield and your bare hands. 

In return for his magnificent poetic 
efforts, the bard Dave Fox would like 
to know what is the Axiom of Truth in 
Ultima IV. Can anyone help? And, in 
addition, Dave Hall of Sheffield still 
has one question unanswered - what 
is the name of the Gargoyle? 

Finally, in response to requests from 
other readers including Chris Leighton 
of Sherwood in Nottingham and 
Andrew Merrett of Worthing, Sussex, | 
have given some hints for Guild of 
Thieves and The Price of Magik. 

Until next month, exciting adven- 
turing! 


GUILD OF THIEVES 


To cross the room of coloured squares 
starting on the black square, follow 
the colours of the rainbow backwards 
— violet, indigo, blue, green, yellow, 
orange and red — then move to the 
white square. You should have 
noticed that WOBNIAR is the word 
Rainbow spelled backwards! To return 
across the room, reverse the order. 

To enter the Bank of Kerovnia, you 
must place all the treasures in one of 
the night safes — the sign outside the 
bank will change, depending on how 
many treasures have so far been 
deposited. 

The pick is used to get the chips of 
mineral from the rock face near the 
waterfall. 


|| PRICE OF MAGIK 


е WN 


Atari have 
developed an 
exciting range of 
credit card size 
calculators and 
databanks — and 
we've negotiated 
two exclusive 
offers for readers 
of Atari User. 


Product 


Atari ExecuCard 


‘Atari Data Bank 


FREE 
WITH 
UBSCRIPTION 


UP TO 


| £7! 


DATA BANK 


ES сакт MODE 
"NE. 
оғ B 9 
ж. эро POR 
wage X. MBO 6 


Turn to page 61 to take advantage of this superb offer 


This month Atari User is three years old and much has happened in the last 12 months. The quality of software 
continues to improve as games players expect more and more from their computers. Indeed Atari itself has 
launched an addition to its range with the Atari XE Games System. 

So to celebrate the success of the Atari as a games machine we are offering you the opportunity of winning: 


The Atari XE Games 
System consisting of 
keyboard, 65XE console, 
light gun, joystick and built- 
in Missile Command. You 
will also receive copies of 
the classic Flight Simulator || and Bug Hunt, which 
shows the potential of the light gun. Value: £119.99 


“A sophisticated games playing console with an 
amazing range of software and the possibility of 
upgrading to а full computer at a later stage.” 

André Willey, Atari User, February 1988 


18 copies of Mirax Force and. 


featuring the very best of the Atari's 


பகலை ad ba ary it 


Phantom: "Character animation is superb both for spooks and your player 
character. Phantom is original and well worth buying for the sheer pleasure of 
playing it" Neil Fawcett, Atari Usor, July 1887. 


WHAT Y HAVE TO QUESTIONS 


1. Which event did Eddie Edwards enter in the 1988 Winter Olympics? 

[ di T 
complete the entry form and send it to arrive 2. In which year did Torvill and Dean win their last Gold Olympic medal? 
no later than May 29, 1988. 3. How many GhostBusters were there by the end of the film? 

4. Which film is famous for the phrase: "May the Force be with you"? 


Simply answer the following four questions, 


ANSWERS Nome: 


at Address: 
2 
з. Postcode: 
| would like to receive *disc/cassette versions of my prize. 
4. (* Please delete the format you do not require) 


Return to: Third Birthday Competition, Atari User, Europa House, Adlington Park, Adlington, Macclesfield SK10 4NP. 


کک کے کک ےک Еее‏ 


[ {ост [тсс 


Programming becomes so much easier when you've got 
the right tools for the job. With this Atari User package, 
you can add TEN new commands to Atari Basic to 
dramatically improve your performance. PLUS your 
Atari will generate meaningful error messages 
instead of cryptic numbers. 

Toolkit automatically boots in from cassette or 
disc and makes use of a normally unused area of 
memory. 

This package of stunning utilities — specially 
commissioned by Atari User — is an absolute 
must. It comes complete with comprehensive 
on-screen instructions telling you how to get the 
most from each of the programs. . 

று 


checksums 
instantly, 


95 tape 
£7.95 disc 


| 


Speed is of the essence аз 
STEPHEN WILLIAMSON's abandoned mine 


you explore 


HERE'S a very addictive game set in 
an abandoned mine which you 
explore in your UEV — Underground 
Exploration Vehicle. You descend 
from the top of each level — nine in all 
— avoiding radioactive stalactites, 
stalagmites, and evil ghosts on the 
prowl for victims. 

A joystick plugged into port one 
controls the UEV's movements and 
the fire button accelerates it in case of 
trouble. You start the game with nine 
lives — and you'll need them — with 
extra ones being given as you enter 
levels four, six and eight. Touching 
walls, ghosts or various obstacles 
robs you of one life. 

Once you've completed a level you 
are awarded a bonus which is 
calculated according to the time it took 
you — the quicker you do it the more 
you score. 

Each successive level gets harder 
and some require a lot of thought 
before you can complete them. After 
you have finished press Start to begin 
again. 

The layout for levels one to four can 
be found between lines 900 and 1090, 
with levels five to seven between 1550 
and 1740. These routines use re- 
defined characters which makes it 
Very easy to customise your own ver- 
sion of the game. 

If you delete line 480 you can have 
infinite lives, while changing line 420 


to read 
428 RETURN 


will remove all collision detection for 
your UEV and allow you to travel 
through walls and see the whole game 
from start to finish. 


Level one of the game 


18 REM KINE BUNKER 

28 REM BY STEPHEN MILLIUMSOK 

30 REM CATARI USER 

40 REN ИЗИЛ 

зе DIM 590020 secs" 
“IREN 195PACES 

$8 canis 

78 POSITION 


108 GOSUB 1960:6050 2846 

118 LEVEL=1:POKE 752, L:LIUES-9 
an 

128 SH-PEEK (B2) +256¥PEEK (89) :60508 112 


:PLE=PHOFISTS 
178 RESTORE 1525: Ton 120 TO 31:READ 
MENT 1 

0 TO 255:POKE PLOT,0:POKE PL 
POKE PLZT, #:NEXT I 
198 POKE 51277,3:POKE 54279, 


Kt 5 


218 POKE 705,149:WP051=53249:POKE НРО5 
m 

DATA 88. 124. 284, 21. 
2, 238. 284, 124, 68, 36, 36. 56 

218 W-USR LISSE) REN INITIATE VBI ROUTI 
= 

248 COLLF=53252: 
258 5920-1536 
8:POKE 1541, 


238,25 
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Jk 33 Ormskirk Road 
ADBROKE a 21474 (1 line) J L 
ATARİ Specialist ATARI Dealer ADBROKE SPG 22 L ATARI 


Bul/Board 27236 6pm to Sam 
INTERNATIONAL 


so АА support to ATARI users Coury from th re premises at Ormskirk Road, 
Preston, Now tom fer NEW Mal Order Depot ino can ofer io same Excellent senos о al Мей Order Customers. 

М கண்மை t Hardvera в uy old pix to alg Tria erate Customers reon wong Вота eo fa mod goods, 
and ай the attendant frustration are a thing of the past. All Hardware is supported by our own ОМ SITE’ engineers, therefore quick 
tum round on வி repairs is Guaranteed. A prices quoted are fly VAT ine. and there are no hidden extras’, what you soo is what 
you get. Delivery Induced in price. Please fing for latest pices, new releases, etc. 


Е] DUST COVERS 


Our ATARI trained engineers will repair all 
Hardware in minimum time at competitive 
rates. Please ring for a quotation. All repairs 
carry a 90 day warranty. 


PRINTERS 


ү complete range. 

in stock and fully tested. 

IF ITS AVAILABLE we have N 

Send SAE for full catalogue. 

Any Software problems? Queries? 
give us a ring we usually have the 
answer 

Ай Dedicated books and mags їп stock 


FOR MORE INFO 90 c ir 
ABOVE NUMBERS 
AND nam FULL ть 


Бег Show, London 22nd-2atn Apri 


(рене LETS ME CONTACT NOW THAT І HAVE 
HUNDREDS ‘DESIRE’ TLL NEVER 
NNER THOUGHT THAT Заим 

COULD ВЕ 


SPEND ANOTHER 
^ EVENING IN ALONE! 
I RECKON ГИ. STAY IN - 
THIS EVENING, IYE GOT А 
FEELING SOMETHING'S 


HOW DEBBIE MET A STRANGER! 


‘Desire’ is like an intimate conversation CHATTER BOX The interactive message board. Say what you want to say — 
on your PC screen! Just phone in and stir up a hornets’ nest, start up a friendship! See the immediate response! 


join in for hours of enjoyment. There's no MAILBOX A handy way to leave messages with friends. 

enrolment fee — just one phone call via DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find 
your modem puts you through to a new atop computer job! v „ я, 
VV GRAFFITI CORNER Whatever you want to say, here's where to say iti 


do. Take a look at the menu . 
саде es 30p ino. VAT рыка aa E раза வரு PROBLEM PAGE Personal, emotional or sexual 
per min. off peak. 


PERE cuo PHONE wow 0787578] N GBI) 
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Game 


288 POKE SPEED, 199:РОКЕ НР, 79:РОКЕ VP, 
‘25:POKE 018,1 
298 ин 


аз тет) 
PORE 15, 


348 IF PEEK(UP) (25 THEN POKE VP,25 
350 IF PEEKCUP))192 THEN 528 

360 IF PEEK (COLLEY: 
THEN ото 330 
179 IF PEEKCCOLLPD Ов THEN 60508 420 
180 If PEEKCCOLLFD=8 THEN 60508 67 
390 IF PEEKCCOLLF) Ов THEN ©0508 420 
400 POKE 51178, 0:60T0 338 

пен Слатина 

418 IF PLEK(UPJ)178 mer POKE 5227 
Goro зто 


IMENT т 
4% POKE 53278, 
LIVES-LIVES-1:605UB 620 

IF LIVES THEN 60508 748:6070 204 
500 POP caro 200 

519 REN ИЛИШЕТ ТЕШИ 

520 POKE 
зи 60508 
p 
PEEKC2013 /58: POKE. ம, 


Q 
BSSSENPEEK (10) 4256¥PEEK (19) + 
:PKE 15,0:P0KE 


'B0KUS-INT C1000-TINED зе BOMUSCO TH 
EN онша 


тиен LEV 


ins 628:60508 1126 
590 созив 750 

Ld 
ЕЛ 
630 POSITION 0,20:7 B6; TE; LIVES; " 


jonus 
вав ? H6: ஏரா LEVEL. 


578 POKE SH¢261,8:POKE SHE396,8 
698 FOR N64 TO உ STEP -1 

698 SOUND 0,4, 18,12 

тав шект к 

718 IF LEVEL)? THEN POKE 0210, 
720 RETURN 

738 REM EEE 

748 POSITION 8,22:? 86; "GONE OVER” 
750 SCORE=0:BOMUS=0:LEVEL=1:LIVES=9 
768 IF PEEK(S3279)=7 THEN 768 

770 60508 1120:60508 620:RETURR 

780 аен CCRT TASS 
POKE PLPPEEK CUP) 1,8 


REM FINISH LEVEL SOUND EFFECT 
ин 

FOR ia TO 6 STEP -2 

SOUND 0, ниб, 14, 14:500ND ட, 14 


FOR D21 TO 100:MEXT р 
мә EXT மாம 01 TO SO;NEXT iSOUND 


»twreuu ப்பி 
эле ? ш; [x] 
n t asi 
938 т eh Г; 
2% 1 1,4711 p 
эзе э mrt 
зве т 0670 m 
n т ивр" 000202021 


эва ? rnt 
эзе тош" ti 
P 
1010 ? 2670200202). t; 
mun m 
=; 
m 
TT p 

m 

1878 ? rnt E 
1000 ? ernt т; 


1898 ? 26/7202. Эт"; 
1180 RETURN 

1118 REN БОЛТ 

1120 POKE 742, 68:POKE 710, 217008 711,1 
70:POKE 708,LEVELMIS+18 

1425 IF LEVEL)4 THEN 1255 

изе JF LEVEL)? THEN GOTO 1340 

1148 IF LEVEL=1 THEN GOSUB 890 :RETURN 
1158 POKE SH+26,125:POKE 5474, 125 
1188 РОЖЕ 5449, 126 

1178 IF LEVEL=2 THEN RETURN 

1100 POKE SMHBI,L2S:PUKE 3,12, 125 
1190 POKE 25.268, 126:РОКЕ S216, 126 
A280 IF LEVEL-I THEW RETURN 

1219 PORE SH#261,125:POKE 30267, 1251 
OKE $275,125 

1226 POKE ௭704) 126: Pork 54230, 126 
1210 RESTORE 220:F0R 1-0 TO 14:41 


1259 IF LEVEL=4 THEN LIES-LIVESH i605 
це 620:RETURN 

1255 ош 1540 

1260 IF LEVEL-S THEN RETURN 

1270 РОЖЕ SHOT, 125: Tol SW+187,125 
1280 POKE 5208, 426 

1290 IF LEVEL=6 THEN LIUES-LIUESH 605, 
UB G20;RETURK 

1300 РОЖЕ 57 25, 146 Pong 30118, 12617 
ОКЕ 5HH32,125:P0Kt 30.286, 126 
1318 IF LEVEL=7 THER RETURN 
1320 ин 

1710 REM LEVELS 

A348 FOR Y=21 TO 361 STEP 20 
1158 FOR X=% TO 17:РОКЕ ЗН, 
Кожек Y 

1160 If LEVEL=9 THEN 20510 1400:POKE 5 
210,192: RETURK 

1378 POKE 8௭2, ௨7௦0௧ SMF, 
1380 FOR 1221 TO 142 STEP 
1190 FOR 129 TO 17 STEP 2 
1400 POKE SIL, 428 

1410 NEXT LiMENT I 

1420 FOR I=61 ТО 102 STEP 
1430 FOR 121 TO 17 STEP 2 
1448 POKE , el. 128 

1459 WENT பமா I 

1488 POKE 5௬10, 157 

1478 IF LEUEL-8 THEN LIVES-LIVESU1:G0S 
ив 620: RETURN 
1400 REN LEVELS 
4498 FOR 159 To 70; 
ғ PEEK (LUI: 
பப 
1880 NEKT I:PUKE sz. 
1510 RETURN 


ஈம C1) #160) 1T 
THEN POKE ЕАН, ТИТ (АИБС 


Kt smi, 


1520 пем СТЕК 
Riss io 7 

1579 REM CONTROL CHARACTER ON LINE 260 
5 15 REUERSE/CONTROL да 


1560 ? 06:90) „% DD 
1579 ? 395"6; ini inei 
1580 236570 %% „ 55 
1598 

m 
1618 и 
1618 ? 0709909999). 0000) 
й 
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LATARI] ATTENTION 
ө ALL 1050 
பவி DISK DRIVE OWNERS 


The 1050 L.S. Plate, 


The ULTIMATE drive enhancement 
from Innovated Software. 


DETAILS 


Plug in, high quality, easily fitted PCB with 
full fitting instructions, 
Now with full Happy compatibility 
Improved drive speeds - up to TWICE normal loading speed, 
Reduction of drive WEAR and TEAR: 
whole tracks can be stored in the PLATE's 16K of RAM. 
Supports Double, Dual and Single densities. 

Sector SKEW is no longer required to obtain HI-speed. 
Will run all available disk operating systems, (DOS), including: 
SPARTADOS, HAPPY WARP SPEED DOS 
AND OTHER HIGH SPEED SYSTEMS. 

The PLATE drive can also emulate other 
drives via its massive on board RAM including: 

18/05 DOUBLER, STANDARD 1050, ARCHIVER, 
HAPPY, LAZER AND WARP DRIVE. 
HI-SPEED reading and writing with special SIO gives 
an Increase In speed by a factor of SIX! 

Many special commands have been added to the SIO table. 


SOFTWARE DETAILS 


Supplied with double sided menu dise 
and a special НІ. SPEED menu. 
Built in diagnostic tester, sector copier 
and special backup menu. 


MANUAL 


A comprehensive 30 page manual is supplied with 
complete fitting instructions 

and detailed information regarding software drive control; 

to allow you to access the full potential of the PLATE. 


All registered owners will be supplied with any software 
updates, etc, for the price of a disk and return postage. 


^ Also supplied with... 


GREMLIN GRABBER III 


The most comprehensive, HI-SPEED back-up 
tility disc on the market, complete with manual. 


This complete package 


NOW ONLY £89.95 ine Po/Pseking and 12 months warranty. 
A saving of £24.95 on previous advertised price! 


Available only from: 
53 Rugby Road, 
Worthing, 
West Sussex, 
BN115NB. 
Tel: 0903 700804 (24hrs.) 
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@ |TRANSDISK IV 
EN Commercial tapes CAN be 


4 transferred to disk!* 


READ ON! 


Are you tired of waiting for cassette games to load? Would you like to 
transfer them to disk for faster, more reliable and convenient loading? 
You may have heard or read that this is not possible. Well, not only is 
it possible, but there is a program, Transdisk IV, that will do it all auto- 
matically, you require no knowledge о! cassette protection techniques! 
То putit simply, Transdisk IV will read ANY Atari cassette, (single, multi 
stage, non-standard format, 64K — no problem!), remove the protection, 
then place it on to disk for you. Plus, to load and run the new disk version 
of а cassette program requires just one keypress from a convenient, 
autorun menu disk. 


The cost of this, the most powerful tape to disk utility for the Atari is just, 
£24.95 inclusive of first class delivery. Also comes complete with com- 
prehensive instructions which were specially written with the cassette. 
Upgrader and first time disk user in mind. 


Requires: Atari 800XL or 130XE Computer with disk drive and cassette 
recorder. 


Remember, that not only will you save money on upgrades to disk 
(if they are available) but many games are only available on cı 
Sette anyway so Transdisk IV has to be a worthwhile investment! 


Send an SAE or phone for more details of this utility. 


Make Cheque or P.O. payable to DIGICOMM and send your order to:- 
DIGICOMM 
170 Bradwell Common Boulevard, Milton Keynes, BUCKS MK13 880. 


Tel: (0908) 663708. 


Demonstrations arranged for callers by appointment 
*For your convenience from the original cassette only. 


COMPUTER 
PRODUCTS 


STAC 


CENTRONICS PRINTER INTERFACE 
400, 800, XL, XE (Any в Bit Atari) 


TYPE 72000 

ANY CENTRONICS PRINTER 

NO SOFTWARE NEEDED 

ALL CABLES SUPPLIED 

EASY TO USE - JUST PLUG IN AND GO 
TRANSPARENT & CONVERSION FEATURES INCLUDED 


. 
ஓ 
U 
О 
. 
€ FULL YEARS WARRANTY 


FREE 40 PAGE 
CATALOGUE ON 
REQUEST OR WITH 
ORDER 


Merseyside L30 AXL 
Tel: 051521 2202 = 


9,208, 12,32,6,118,32,65,118,206,1 2128 DATA 164,204,200,132, 2 
1868 рата 200,132,286, 232,224, 5,21 
4 From Page 41 118,12,65, 118,218, 2118 FOR 1: TO 7:READ D. 
Я 1878 DATA 36,172, 148 POKE CHBASE (26B) 4I, D:NEXT І 
1640 ? n6" Dante ‘53,136, 288,248, 36, 194, 174 6 2158 фата 77, 225, 288, பட 127, 255, 224,1. 


une 1880 DATA 201,1 3,165 42 

pene 2.76. 22. 116. 16, 1, 101, 8. 6. 166, 16 2160 FOR 1-0 TO 7:READ D 

ини"; 1838 DATA 169,8,141,7,6, 168. 
1689 ? :6;"00)0))000 DDE; 2,148, 260, 272, 236.3. 8,172, . 2188 DATA 82. 247, 238, 221, 288, 71, 
1690 1867011111) iint 1980 DATO 16. 288. 238, 172. 2198 FOR 120 TO 7:READ D 
£700 * 867000. „en 2, 245, 117, 56. 5. . 6. 201,199,200, 2200 POLE manas. 
AO P n nen 1319 BATA 184,184, 96,96 2010 гата 112,160,240, 2 
КП m bbs f. MH EJ 


b ? тв; г; 98,126,126, 42,41,04, 2220 FOR Ie TO 7:READ b 
1749 т 8612020200202) 2110 POKE CNBASE (2949) +1, 


INERT т 


69,126,126, 04,04,42, 64,275,258, 17, 107, 251.58 
y TO 7:READ в 

1958 REM (ЕЛЕШЕН 2260 POKE CHBASE* (398) VI, D:NERT I 
1968 RESTORE 1998 2279 DATA 6, 152,228, 151, 221, 174, 152.1 
1978 FOR 126 ТО 38 в 
1988 READ A:POKE 155641,0:NEXT 1 2200 FOR 128 TO 7:READ D. 

nma 2290 POKE CHBASE CHA) . 

2109 рата 


2008 DATA 218,100,6,172,199,6,141,1,28 2318 FOR 10 TO 7:READ D 


6,171,4,6 ,206,101,6,171,101,6,141,2,200,278,15 ОКЕ ௦8/50) (SINO) ,D:NEXT І 
19,12,6,18,12,69, 


2028 DATA 76,95,228 1358 POKE CHBASE (GON нт, 
144,208, 10, 12, 2018 RETURN 1368 DATA ав, 5, 17,271, 23 
1030 Д 1040 вен TEE TS 2370 FOR 2: 
2,65, 118,238, 2058 DIN MLS C49) 2380 PORE СНВОЗЕ (6160) нт, 
1649 DATA 6, 111 2068 REM 2398 рата 1; 48, 24,56, 40,16, 0 
us 2070 CHBASE=2564 (1769 2400 FOR 120 TO 7:READ D 
2880 RESTORE 2110:FOR 121 TO 38 bab A ОКЕ CHBASE (6248) +L, NEXT I 
2098 MSCL LI=CHRS (A) பயா ட га 0,16,40,56,24,40,40,124 
2108 ü-USRCODR (ML) , 136) PORE 756,136 m 1-0 TO 7:REQD 
та 104, 104, 104,138, 204,169, 224, 2440 POKE CHBASE*O41,D:NEKT I 
162, 77,205, 145,201, 26 2458 DATA 0,15, 68, 99, 126, 50, 60, 26 
266, 20 2460 RETURN 


LINE Си сезин LINE CHSUN LINE CHSUN LINE (HUN 


10 oro ощ (9) 2160 тк (0) 
20 (22 (3) | 330 ak? (1) | 64 в % 1558 PY2 (Х) | 1860 BOL (AY | 2170 065 (W) 
30 CPP OD | 348 3m (м) | 650 RTA б) 1560 MLF (6) | 1870 рин | 2180 V) (5) 
40 CP (4) | 350 PDS (G) | 680000) 1570 JEU (x) | 1880 poe (0) | 2190 Ese (А) 
50 Sux (O | 360 96k (5) | 670 uru (V) 1588 208 (2) | 1890 Eu) (2) | 2200 065 (А) 
60 тта (J) | 3T0 Sku (Р) | 680 966 (E) 1598 ван (a) | 1908 kuu | 2210 $07 (5) 
Té Зит (D | 380 10 (0) | 698 152 (D) 1600 ALB (7) | 1910 30 (Ы) | 2220 OTE (I) 
aa WR CO | 99002) | 700 P37 (А) 1610 EYR (0) | 1920 E6N (Y) | 2230 bes (н) 
90 65H (№) | еж | 710 Z7T (6) 1620 RE (L) | 1930 Cf (А) | 2240 VED (1) 
100 OSX C) | ie cry (D | 720 RFC (0) 1630 QOX (6) | 1940 196 (М) | 2250 EOE (н) 
TL (A) | 42054 (3) | 730 мт (9) 1648 HSK (6) | 1958 EDN (P) | 2260 005 (н) 
тав Sca (8) | 430 YIK (L) | 74 164 (A) 1658 405 (V) | 1960 ози (4) | 2270 vov (0) 
130 075 (7) | 440 112 (7) | 758 406 (R) 1668 870 (2) | 1978 ANH (1) | 2280 EGE (К) 
140 XCI (2) | 450 Рив OD. | 760 156 (0) 1678 ав (8) | 1980 GBH CO | 2290 UES (9) 
150 des (Е) | 480 вк CO | 778 X6 (RD 1680 NDA OO | 1998 вон ($) | 2300 w (7) 
18180) | 478 төг (M) | 780 DU (m) 1698 005 (ү) | 2000 мт (6) | 2310 ove (0) 
170 150 (2) | 480 R36 CD | 798 вым ($) 1700 RNA (1) | 2010 250 (R) | 2320 UNS (P) 
180 V25 (T) | ази asc CD | 888800 1718 a7P (0) | 2028 05 (D | 2330 ENE (A) 


1720 9AM (4) | 2038 VHL (C) | 2340 kee (U) 
1730 904 (D) | 2840 06р (6) | 2350 UMS C) 
1748 SO (5) | 2850 52 (J) | 2360 SKS (¥) 


198 709 (0) | 500 XLY CD | 810 500 (ү) 
200 PGT (2) | 510 my (E) | 820 040 (5) 
210 6% (3) | S20 хм. (у) | 838 88M (6) 


228 аин (х) | 530 PHN ( | 840 YR (T) 1750 wk (2) | 2860 DAP (№) | 2370 ЕВЕ (Р) 
238 0o (W) | 540 érc (6) | 858 904 (4) 1760 EN (6) | 2870 ATU (5) | 2380 uus (D) 
240 SH (Р) | 558 uN? (7) | 868 P3 (0) 1770 МНТ (6) | 2080 006 (К) | 2390 ewt (¥) 
258 25А (F) | 588 МХ (V) | 878 520 ($) 1780 ск (x) | 2890 РСТ (А) | 2480 ОХЕ (o) 
268 уту (0) | 570 mow (E) | 888 vo (т) 1790 ск? (1) f 2100 4х5 (U) | 2416 URS (6) 
278 дат (ғ) | 580 95K (K) | 898 үк (6) 1890 cro (S) | 2110 xr (6) | 2420 690 (6) 
288 CF8 (0) | 590 ан (D | 900 охо (D) 1810 CSF (V) | 2120 8KU (6) | 2430 EE (V) 
298 т (9) | еве азо (ә) | 918 63K (E) 1828 E90 (2) | 2130 DRE (9) | 2440 SFC (u) 
зав we (G) | 610 crx co | 928 етк co 1830 97102) | 2100 085 (P) | 2550 65% (6) 
318 766 (V) | 620 uve (2 | 938 wee (Е) 1840 020 (N) | 2158 мен (1) | 2460 del (A) 
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E" 


Has upgrading your computer given 
you hardware you no longer need? Or 
have changing interests left you with 
unwanted software? Then THIS is 
the place to advertise your surplus 
items. Atari User readers are always 
on the lookout for a bargain and this 
is the first place they look! 


€ Volume's 1, Nos. 5, 6, 9, 


10 issues ‘Atari User’ 
wanted in any condition. 
Any reasonable price paid. 
Write: PO Box 8556, GR-100 
10, Athens, Greece. 


® Wanted 1050 disc drive. 


Reasonable price. Tel: 031 
552 3028. 
@ 130XX XC12 Data 


Recorder, joystick, games + 
mags £100. Details. Tel: 
Woodbridge 6346. 


@ 1027 printer. Mint with 
Atariwriter disc £65. Tel: 
0227 464828. 


@ New 8 Bit chips cheap. 
Original s/w Atariwriter, 
Datasoft Compiler, 
Microsoft Basic — |l, 
Neumenue Dos + Demo, 
tape to disc, many more £8 


Fill in 
now for 
the next 
issue 
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Ч include in your 


each. Music construction 
set, Silent Service + more 
£4. Tel: 0600 6144. Micro- 
Link MAG40417. Prestel 
011111439. 


€ Wanted 1027 printer, 
working order or for spares. 
Tel: 061 707 2992. 

® B00XL, 1050 disc drive, 
1027 printer, 1010 recorder 
and joystick plus some 
original software, job lot 
£215 0.0.0. Tel: 08894 78393 
evenings. 


© Atari 800XL (Revision C 
Basic), 1010 recorder, 10+ 
games, joystick, books, 
magazines £130 o.n.o. Tel 
Malvern (06845) 5936. 

® Data Recorder and £140 
worth of games for sale £75 
0.n.0. Tel: 061 790 0813 ask 
for Robert. 


@ WS2000 modem £70 
posted. De-Re Atari £8. Page 
6 on disc, 26-31 £15. Tel 
0245 269030. 


® 800XL and cover, 800XL 
(not working). Atari 400, 
1050, 810 disc drives, 1010 
recorder. £200 of software, 
assembler editor and utility 
pack, M.L. book £300. Peter 
Barry, 61 Willowbank Road, 
Birkenhead, Merseyside, 
L42 7JX. 


ஓ Atari 1029 printer as new 
With box utilities including 
10 print £90. Tel: Coventry 
713404. 


© Computereyes, Digitiser, 
software and manual £85. 
Speech Digitiser and recog- 
niser includes software, 
phones, mic and manual 
£45, Touch Tablet, Atari 


maximum to the 
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Artist, Colour Space, Fun 
with Art, Technicolour 
Dream only £25. Tel: 01 542 
9326. 


Ф Atari 1029 printer for sate, 
as new £70. Tel: 01 724 
5472. 


ஓ 800XL, 1050 drive, XCII 
cassette, joysticks, soft 
ware (latest games), mags 
etc, £200. Tel: 0268 764043 
may split for right offer. 


® Atari 1027, letter quality 
printer for sale, virtually 
new, still with box, manual 
etc only £60. Tel: Farnham 
(0252) 713775 ask for Steve. 


@ Wanted disc drive for 
Atari 65XE write to Alan 
Morley, 4 Norfolk Square, 
Great Yarmouth, NR30 1EE. 


10 words 02.00. 


15 words £300. 


20 words £4.00 


25 words £5.00 


30 words £6.00 


| certify that any software offered 
Name. 


CCheave enclosed tor г 


for sale is original and not a copy 
Address. 


Signed. — 


POST TO: Atari User Classifieds, Europa House, Adlington Park, Adii 


ington, Macclesfield SK10 АМР 
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E SOFTWARE 


Your programming problems 
solved by ANDRE WILLEY 


THIS month the first letter comes 
from Bryan Кеппенеу who is based at 
Rhyl in Wales. He has a few questions 
about some puzzling aspects of the 
Atari floppy disc system. 


lam currently writing a disc sector 

editor and while doing so | have 
uncovered a few unusual phenomena. 
Firstly, on reading the directory of 
Alternate Reality — The City (disc 1, 
side 1), two directories appear to be 
displayed in a random order. 

Investigation reveals that on 
reading the directory sectors (361 to 
364) the same thing occurs. How can 
these sectors hold one set of data on 
one pass and a completely different 
Set on the next? 

Also, while writing the DLI routines | 
made extensive use of the Dos 2.5 
ramdisc on my 130XE, and in doing so 
| discovered a seemingly pointless 
function. If a working DLI is disabled 
by setting bit 7 of location 54286 to 
zero (using POKE 54286,64) before 
accessing a D8: ramdisc file, the DLI 
miraculously springs back into life 
again. Is this essential to the ramdisc's 
operation, or is it just a bug? 

1 would like to include in my pro- 
gram the capability to detect, examine 
and create bad sectors — but to do so | 
need to know what one is. What 
makes them different to ordinary 
sectors and how are they created? 


As far as the DLI part of your ques- 
tion goes, the answer is probably a 
slip up on the part of the authors of 
Dos 2.5, When the ramdisc is accessed. 
various portions of rom and ram are 
Switched in and out of the memory 
map, and the operating system must 
always be deactivated before 
attempting to do such bank selection 
operations. 

This involves turning off both the 
Vertical Blank and Display List 
Interrupts (УВІ and DLIs) by setting 
location 54286 to zero. Normally the 


original contents would be stored 
temporarily on the stack, but in this 
case that doesn't seem to happen and 
the value 192 is restored after the Dos 
call - re-activating апу DUS as well as 
the required VBI system. 

The other part of your letter requires 
a greater understanding of the way in 
which an Atari disc drive works. 

Although we tend to think of disc 
sectors as being numbered sequen- 
tially from 1 to 720, the disc drive 
actually sees them rather differently. It 
deals with the disc as 40 separate 
tracks with each containing 18 sectors 
of data (or 26 if you're using an 
enhanced density disc). 

Each ‘sector within a track is as- 
signed a number between 1 and 18 so 
when you ask to read a given disc 
sector, the number you specify must 
first be converted into track and sector 
references — and only when the disc 
drive's read/write head is positioned 
Over the correct track can the sector 
offset value be used to read in the 
correct data. 

For example, if you try to access 
sector 18 the drive looks on track 0 for 
the sector numbered 18. Similarly, 
sector 19 would actually be at track 
T/sector 1 and so on up to sector 720 
which is really track 40/sector 18. 

Some manufacturers use a speci 
timing hole punched into all 5.25in 
discs to work out where each sector 
occurs within a track. Atari, however, 
opted for a software approach and 
each sector has a short block of 
header data which provides the sector 
reference number and some error 
prevention checksum data. 

What you have come across is а 
method of copy protection used by 
some disc manufacturers. As you 
have observed, the first directory 
entry is located at sector number 361, 
which is in fact the first sector of track 
20. Whenever you ask for a directory 
(from sector 361) the drive head 
Moves straight to track 20 and starts 


reading each sector in turn until it 
finds one with a header value of one, 

As soon as it finds the correct 
header it knows that it must send the 
next 128 bytes of data directly to your 
micro. Finally, all the data bytes are 
added together and compared with 
the original checksum digit found in 
the header, and only if the two num- 
bers match will the transfer be con- 
sidered complete. 

The drive expects there to be 18 
individual sectors, each with a unique 
number, but it is theoretically possible 
to have more than one sector with the 
same reference number — it being pot 
luck which one the drive arrives at 
first. Some discs even contain 18 
sectors, all with the same number — 
giving 18 possible sets of data for one 
official sector number. 

There are obviously some devious 
ways of contriving to read a specific 
sector out of the 18 present, but there 
is no point going into detail because 
there is absolutely no way in which 
you can create a disc like this with a 
normal drive. Software manufacturers 
use some very special pieces of equip- 
ment to make such discs, and the pro- 
gram won't run unless this custom 
format is present. 

The same applies to so-called bad 
sectors, which are often physically 
damaged or given incorrect checksum 
digits — thus returning a disc read 
error even when there may be 128 
bytes of good data present. Once 
again, you can't create these with a 
normal drive — indeed Atari has 
provided you with an awful lot of 
circuitry to prevent the possibility of 
any bad data being recorded on a disc. 

Of course, you are a responsible 
Atari owner, and wouldn't be inter- 
ested in actually copying such things 
anyway, would you? That would be 
both illegal and immoral, and is the 


Turn to Page 46 > 
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4 From Page as 


reason why such weird and uncopy- 
able data formats were created in the 
first place. Here endeth today's 
lecture! 


SuperScript puzzle 


On now to a letter from the Nether- 
lands, from Th.P.J. Bloks: 


Last August | bought the Super- 

Script word processor which | had 
seen advertised in Atari User, and 
which I am generally very happy with 

However, a few days ago | was re- 
reading your March 1986 issue con- 
taining the SuperScript review in 
which the reviewer mentions a bug 
with the Return character (13) versus 
the normal Atari code of 155. 

As | had already encountered the 
problem of printing a text file to disc I 
was glad to get an answer to this 
problem, so | decided to follow the 
reviewer's advice and alter the 13 on 
my work disc defaults file, and in the 
Epson file on the master disc. 

! booted up SuperScript and loaded 


the Epson printer driver and changed 
the Return number 13 to 155. Then | 
used the Document Replace option to 
write the printer driver back to my disc 
and put the program away. 

The following day | tried to boot 
SuperScript and | could only get the 
READY prompt or the Self-Test menu. 
Upon checking the disc 1 found that 
the first three files, the ones with 
hearts in the directory, had been 
deleted. | then used the Restore option 
from my modified Dos 2.9, and now 
the defaults file seems to contain 
some 800 sectors — but the disc still 
doesn't boot. 

1 hope that you can offer me a sol- 
ution as to how to get SuperScript 
working again, or print a warning in 
your magazine for other readers 9 
so it won't happen to anyone else. 


As you have by now realised, it's 
always a mistake to write anything to 
а master disc unless you've first made 
а backup of it. Since SuperScript is 
heavily copy-protected, it's best to 
assume that you just don’t write 
anything to it at all. 

What you should have done is to 


write your new defaults file on to your 
work disc, and not used the original 
version on the master disc at all. As 
you have discovered, your master is 
now corrupted and you should send it 
back for a replacement (although you 
will probably have to pay the media 
cost — somewhere around £3 to £5 
sounds reasonable). 

The first three boot files on the disc 
were originally hidden from view by 
altering their respective directory 
entries, so when you tried to write а 
new file on to the disc the first blank 
entry was assumed to be empty and 
re-used, thus corrupting the hidden 
DOS.SYS file. 

| reckon that such techniques should 
not be used on business programs, 
and you should not only be allowed to 
but be positively encouraged to take 
backups of your master discs. After all, 
you've paid out your £50 and the pro- 
gram is now useless through no real 
fault of your own. | hope you get it 
sorted out soon, and perhaps software 
houses will ensure that future ver- 
sions of such programs will be 
released in non-protected forms, as 
they already are on the ST. 


Guide to local dealers 


SOFTWARE 
EXPRESS 


A 


ATARI OPENING SOON 
NOW IN OUR NEW ATARI STORE AT 
E. 9, EXETER STREET Em. 
(ae vos PLYMOUTH cu 
sige ter eis) | PHONE (0752) 265276 = 


ALSO AT 514/516 ALUM ROCK ROAD BIRMINGHAM B8 3HX (021) 328 3585 
212/213 BROAD STREET BIRMINGHAM B15 2JP (021) 643 9100 
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EUROPE'S LARGEST 
ATARI MAIL ORDER 
COMPANY 


(021) 328 3585 


EAGLE 
COMPUTERS 


South Wales' Largest Atari Dealer 


Atari DTP, Full range of software 
Plus Laser Printing in Postscript and 
Hawk Scanning facilities 


48 Charles Street, Cardiff CF1 4EF 
Telephone: 0222 390286 


LEICESTERSHIRE 


мазета ar ewer 
. pte то ci ur machi d by toi m ка 
Si OS DO eee 
c er — 
— dea nad, 
‘a ние — — 
— — 


Syama 
L Lalcestershire, LETO TUA. Tal: (MSS) எனா 
Al Píces Include VAT, PAP may be exta. 


B. Bytes 
19 Soutntield Road, Hinckley, 


ATARI AUTHORISED DEALER 


GLASGOW COMPUTER CENTRE 
AND SERVICE CENTRE 


RAM UPGRADES இ 


For Atari 520 ST/WFM. Please phone for pricas/Avallabiliy 


3.5" DISKETTES 
Branded SONY disks, single sided 
(with two free stor 
Branded SONY disks, double sided ... 
Above prices are inc. of 


Analogue to Digital Converter £130.00 


Now. . . Card Computers present the first industrial standard 
AID converter for the ST 
3 Application 


122 WEST NILE STREET, GLASGOW G1 1QZ 
TEL 041 332 8246 


ட GLASGOW COMPUTER CENTRE 
PROGRESS THROUGH TECHNOLOGY  / 


| BUCKINGHAMSHIRE ] 


FIDGET 
COMPUTERWARE 


30% off all Atari 8 bit products 


Wide range of all Atari and Atari ST 
Software, Books, Joysticks, Dust Covers, 
Blank Discs, and much much more. 


Phone 0494 33144 
for details 


Write or phone for free catalogue 
and details of free membership of 
Fidget Discount Software Club. 


Dept. PCW 150 Desborough Road, 
High Wycombe, Bucks HP11 2QA 
Telephone: 0494 33144 


BUCKINGHAMSHIRE 


QUALITY 
DUST COVERS 
ST or STFM £4.95 


ST Monitor Cable £9.95 


Other covers & cables available - state machine type 
Atari Paddles £9.95 
Mouse Mats £4.95 
Keep your mouse tidy - 
Mouse House (sticks to monitor) 
£3.99 
VCS Cartridges from £2.99 
800XL/130 PSU £18.95 


Large range of 16 & 8 bit software & peripherals. 
available, Please send s.a.e. for full list - please 


‘quote AUI 
Capri MARKETING பராம EY 
24A WHITE PIT LANE 
FLACKWELL HEATH = 
NR HIGH WYCOMBE 


8l 
WAREHOUSE BOURNE END (06285) 31244 
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PERCEPTION 


from George Postler 


TEST your reaction speed to a 
given situation by playing this fun- 
to-use program. Pressing Start 
begins the game and the micro dis- 
plays two numbers on the screen 
for a short time. If you recognise 
them as being the same press the 
fire button on your joystick, which 
should be plugged into port one. 

If you are quick enough and the 
numbers are still the same the 
computer will award you one point 
but if you are wrong your attempts 
left will be reduced by one. After 
five goes the game will end and 
your final total will be displayed. 


PROGRAM BREAKDOWN 

1 Sets up a Graphics Mode 
2416 screen and tests for 
Start to be pressed 

2 Generates and prints the 
two random numbers and 
tests for the trigger to be 
pressed в 

з Speeds up the game, prints 
the score and your number 
of attempts 

4 Tests whether X is the same 
as Y, subtracts attempts and 
returns to line two 

5 Adds one point and returns 
to line two 


T 
| 


ways to cram more and 
more code into the tight. 
space available. So here 
are a couple of tips to help. 


the abbreviated form of 
the commands. Some 
common ones are: 


GRAPHICS GR. 
FOR F. 
NEXT A. 


SOUND SO. 
GOTO G. 
DATA D. 


ENHANCED ON- 
SCREEN EDITOR 
from Karl Fitzhugh 


HOW often have you been setting 

up a Graphics 0 title screen when 
you've had to strain your eyes to 
count the characters to the left of 
the cursor in order to work out 
coordinates for a POSITION 
statement? 

Or how many times have you had 
to dig out your trusty manual to 
look up the internal code for a cha- 
racter when you needed to POKE it 
directly to the screen? 

This Five Liner solves both of 
these problems. It sets up 
machine code routine residing in 
Page 6 - locations 1536 to 1717 - 
that executes during the vertical 
blank period — VBI — so make sure 
that your program doesn't use this 
area of memory. An extra line of 
text is added at the top of a 
Graphics 0 screen which shows the 
current row and column of the 
cursor, as well as the internal cha- 
facter set code for the character 
currently under the cursor. 

Once you have typed it in, save a 
copy before running it as any mis- 
takes in the DATA statements could 
cause the computer to crash. After 


the program is run you can type 
NEW to delete the Basic from 
memory and call the routine by 
typing X=USR(1576), 

If you press Reset or execute a 
Graphics 0 command you will have 
to call it again but don't call it from. 
any other mode or you will just get 
garbage on the screen, 


2 DATA 147,160,6,142,48,2,140,49,2, 166} 
+ 164, 89, 142,154, 6,148, 188, . 162, 6,1 
(68, 74,169,7,32, 92, 228,96, 165,91,32, 134| 
16,105 

3 DATA 26,141, 20, 6, 136, 22, 134,6, 108,26 
138,105, 16,141,16,6, 168,0 
105,26,141,10,6,24,130,105, 


«Фата 17, , 168, 98, 25, 154, 5, 108,26, 141, 
24,122, 108, 10, 14,7 


5 FOR 121516 ТО 4747:READ B:POKE I, 
EXT 1рата 68, 86,6, 6, 16, 36, 54, 186, 2, , 


1 GRAPHICS 16:K=100:? m6;"PRESS BH 
POSITION 6,18:? m6;"YOUR SCORE=";B:P= 
SiGRÓPKICS 18:0" PEEKSI2732 0௨ GOTO 1 
temwen றமலம யல :PO 
SITION 7,51? M6;X:POSITION 11,5:? B6;Y 
IFOR исе TO K:5-5TRIG():0N 529 60505. 
D 

TER Listo ஒகர nium scan 
E-";B:POSITIOM 5,11:7 06; "ЛНВ "jP 
10И P(B GOTO 1:6070 2 

4 IF KOY THEN P=P-1:FOR He@ TO 100:50 
UND 0, M,4,10:NEXT H: SOUND 8,8. o, 8:RETU 


5 B-B+1:FOR мса TO 208:500ND 0,4, 18,19 


LLLLLLLLLLLLL5,55, 
2,2,65,147, 
ШЫРА дарра 
1 LL6 (L) 
2 RRM (V) 
3NMC (О) 
4 TLG (4) 
57№ (D) 
PROGRAM VARIABLES 
X,Y The two random numbers 


P Number of attempts made 


B Score 
K Controls the speed of the 
game 


127Y (0) 
2 AUU (P) 


зума (Y) 
4 J45 (W) 
5 8GK (H) 
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IF you've written any Simply send a copy of 
useful or interesting five the program on disc or 
line programs why not tape together with the 
send them to us to grace documentation — pref- 
our pages? erably as a word pro- 

We pay £25 for each one аге relevant. And remem- cessed file — to: 
published. ber if you want your Atari User, Europa 

You should give a full ed House, Adlington Park, 
description of the routine enclose а suitably Adlington, Macclesfield 
and any other details that stamped package. SK10 4NP. 


BOUNCE DEMO 
from Keith and 
Joel Goodwin 


THIS program proves that you can 
achieve smooth fine scrolling without 
having to use complex assembly la 
guage. Instead it simply manipulates 
the display list to do the trick equally 
às well. 

When you first run it, the message. 
ATARI USER MAGAZINE! will bounce 
ир and down the screen very 
smoothly with none of the jerkiness 
that usually occurs with on-screen 
character animation. After a short 
while it slows down until it stops at the 
bottom of the display: Then it starts all 
over again. 


PROGRAM BREAKDOWN 

1 Sets up the display list, dis- 
ables the screen and sets up 
the variables 

2 Finishes the display list and 
prints а message 

3 Re-enables the screen and 
fades in the message with 
sound effects 

4 Scrolls the message down, 
lowers the height of the next 
bounce and checks whether 
the message has stopped 
bouncing at the bottom 

5 Makes the sound of the 
message hitting the bottom, 
scrolls the message up and 
makes the sound of hitting 
the top of the screen 


1 Z=112:GRAPHICS 17:POKE $59, 0:5=53760 
1G=PEEK (560) :1:РЕЕК (S61) :B=6412S6:L=P 
EEK (D449 :H=PEEK (O45) :FOR 9-1 TO 21:Р0К 
Im 

3 NEXT 902002 D21,71:P0KE 0424, L:POKE 
0425, rant D+26,65:POKE 0827, C:POKE 

7? 6) "ATARI USER MAGAZIRE!:POK 
Е 712,40 d 

3 PORE 559,34:FOR 8-8 TO 15 STEP 0.2: 
ОКЕ 700, 21448 :POKE 51760,8418:POKE 517 
61,19240:POKE 51768,1:NEXT 8:50UND 8,8 


STEP Aston R20 10 2 
STEP 16:РОКЕ D40,R:NEXT RIMEXT 0:Р2Р-2 
HIF PCO THEN FOR à-8 TO vos next யய 


5 FOR 8-15 TO 9 STEP ரியல்‌ 9,18, 
ЗМЕКТ B:FOR 0-1 TO P-LiFOR 822 ТӨ 
ЕР -16:POKE D0,RINEXT. RINEXT O:FOR B= 
15 TO @ STEP -1:SOUND 6,5,8,8:NEXT 8:6 
0704 


1 4P4 (Р) 
2EL6 (D) 


3 483 (F) 
4LKT (P) 
5 LPJ (0) 


VARIABLES 
6.1 Low and high bytes of the 
display list 
D Location of the display list 
LH Low and high byte poin- 
ters to the screen memory 
P Holds the height of the cur- 
rent bounce 
Q,R FOR..NEXT loop counters 


LACE 
from Damon Burroughs 


HERE'S a super little program that will 
show you just how easy it is to create 
colourful graphics on your Atari. The 
finished three-colour picture is drawn 
in eight parts — mirrored in the spe- 
cified colour. 

When the program has finished it 
holds the pattern for a short while and 
then starts it again. Also included is a 
short sound effect which can be heard 
às the screen is drawn. 


PROGRAM BREAKDOWN 


70 Sets up sound, colour and 
graphics mode and then 
draws the first stage of the 
computer lace 

20 Draws the second stage, 
changes the colours for the 
next two and then draws 
stage three 

30 Draws the fourth stage, 
changes the colour for the 
next four and then draws 
stage five 

40 Draws stages six and seven 

50 Draws stage eight, switches. 
off the sound, holds the lace. 
design for a few seconds 
and then loops back to line 
10 to re-draw the pattern 


——— (ணை 
10 SOUND 1,150,150,12:GhaPNICS 1851610 
OLOR 1:FOR к: TO 159 STEP SPLOT 79,0 
"aue X,79:NEXT XiFOR X8 ТО 159 STE 
os 

16 PLOT 79, 190: bRAMTO X,79:NEXT N:COLO 
R 2700 3-8 ТО 159 STEP S:PLOT 75,120: 
 BRAMTO X, 73: NEXT பாரு кё ТО 159 STEP 
s 


TA PLOT 79, 68:0RAMTO X,79:NEXT X:cOLOR 
31708 K-8 TO 159 STEP S:PLOT 2,0:0R0M 
TO ,73:NEXT Y:FOR N0 TO 159 STEP $ 

48 PLOT £58, 0:DROMTO J,75:NEXT N:FOR X 
78 ТО 159 STEP S:PLOT 155,190:0RANTO К 
zr KiFOR =O ТО 159 STEP 5 

58 PLOT 2,198:000ТО X,75:NEKT Х:РОКЕ 


53768,15:F0R 0-8 TO 1900:NEXT 0:6070 1 
D 
— À | 


10 5GD (C) 
20 7A8 (Q) 
30 70. (1) 
40 OAF (Q) 
50 SFY (6) 
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LEN GOLDING continues his look 
at animation using Atari Basic 


AS we saw last month, it's quite easy 
to make а character move 
around the screen by just printing a 
blank space over it, then re-printing it 
somewhere else. 

This is fine as long as the 
background is blank, but suppose the 
character has to move across a terrain 
map or other scenery? If you print а 
blank space every time the character 
moves, it will leave behind it a trail of 
missing background. 

The theory behind overcoming the 
problem is straightforward: We first 
Took to see where our moving cha 
racter is about to land, find what's cur- 
rently printed there and store the 
information in a safe place. 

Next we print our character, which 


will then erase the background at that 
position. When the time comes to 
move it, we re-print the original 
background data, which erases the 
moving character and restores the 
background — all in one go. 

Although it sounds fairly simple, it's 
a very complicated thing for a com- 
puter to do, Consider this statemen! 


LOCATE 10,20,0 


In ordinary English, it means: Move 
the cursor to a position 10 columns in 
from the left and 20 rows down. Read 
the character currently occupying that 
spot and store its code number in а 
variable called Q. 

If, for example, the letter A is cur- 


18 REN Program 1: B-directional joyst 
tk-controlled movesent over a backgrou 


20 GRAPHICS BREN Necessary for LOCATE 
command to work 

30 POKE 752,15? CHRS(125)2RER turn cur 
sor off and clear screen 

4 H2=19:V2=113REM Ini tial Horizontal 
and Vertical co-ordinates for ball 

50 60508 358:REN Fill the screen with 
à background of Letters 

60 GOTO 100:ЯЕМ Start loop, pr 
he ball at its initial position 
ТВ REN sain (оор starts here: 
80 60508 I50:REN Get new ho 
d vertical co-ordinates. 
90 POSITION HI,VT:? CHRS(Q):REN erase 
ball by printing background over i 

188 LOCATE H2,V2,Q:RER Store backgroun 
d character on which the ball will lan 
4 

$18 POSITION H2,V2:? CHRS(QU) REN Prin 
t the ball 

128 н1=н2:01=у2:8ЕН Reset H1 and V1 to 
new position, ready for next сус 

138 6070 80 

140 RER Subroutines 
150 S=STICK(B) REN Read position of јо 
ystick in port 1 

188 IF S=15 THEN GOTO 150RER bo not 
ng if stick ised 

0 REM Find next position for the bal 
L to be printed: 


ng t 


180 1f 
N Up on 
490 IF $26 THEN возив 270:60508 310:60 
то 260:REN Up/right 

200 1F 527 THEN 60508 310:6070 260:REN 
Right only 

218 17 $25 THEN 60508 290:60508 330:60 
то 26B:8EN Down/right 

220 IF 913 THEN 60508 290:6070 260:RE 
only 

230 IF $29 THEN 60508 290:G0SUB 330:60 
то 260:RER Down/left 

240 IF $211 THEN 60508 330:6070 260;RE 
т Left only 


14 THEN GOSUB 270:6070 260:RE 


250 17 8518 THEN GOSUB 270:60508 3304 
EN Up/ lef 

26 RETURN 

278 if Vi»1 THEN V2=V1-1:REN Prepare t 
о nove up, if there's room 

280 RETURN 


298 LF ee THEN V2=V141:REN Prepare 
to move down, if there's room 

300 RETURN 

318 IF #138 THEN H2=H1+1:RER Prepare 
to nove right, if there's room 

320 RETURN 

388 IF (le THEN H2=H1-1:REN Prepare t 
o nove left, if there's room 

34 RETURN 

358 FOR 80451 TO 22:FOR (0014-2 TO 37 
368 POSITION COLUMN,ROW:? CARS(ROW#64: 
378 NEXT COLUNN:NEXT ROW 

388 RETURN 


Program 1: Example of joystick control 
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rently sitting at coordinates 10,20 the 
value stored in Q will be 65 — the Astii 
code for А. 


position H2,V2. Also, for conveni nce, 
let's pretend the values for H2 and V2 
эге updated by an imaginary 
‘subroutine at lin, Our program 
might look like this: 


40 Gosus 1000 


58 POSITION HI,VI:PRINT CHRSCO) 
68 LOCATE Н, ү2, 

ШТ 

" 


We start the program by telling the 
computer what graphics mode we're 
using. It’s essential to do this, or the 
LOCATE command won't work. Next 
we specify the ball's starting position 
2.۷2, then jump into the middle of 
the main loop at line 60. 

This line reads the background ch, 
racter at our ball's initial position and 
Stores it in Q. Line 70 prints the ball, 
and line 80 sets H7 and V1 to the ball's 
current coordinates. Line 90 then sets 
the game loop running. Line 40 
executes our joystick subroutine, and 
returns with the ball's new coordi- 
nates in H2 V2. 

Line 50 erases the ball by restoring 
the original bı 


H2 . 
Q, 


70 prints 
where we came in. 
The whole process will repeat until 


Break or Reset, or switching power off 
Program | is a fully working demon. 
Stration that's similar to last month's 
rearranged 

things to give you a bit more practice 
ice that the joy- 

- lines 150 to 340. 


returning to the main-line code at line 
170. 


Because lines 150 to 340 are now a 
self-contained mini-program, you can 
incorporate the routine easily into 
your own games. 

The screen background — a pattern 
of capital letters — is also drawn by a 
Subroutine, this time at line 350. You 
сап easily change it to draw any pat. 
tern or background you choose — a 
haunted house or dungeon floor plan, 
for example — using control charac. 
ters. The utility program we gave you 
in Part Ill — the March 1988 issue of 


Тит to Page 52 > 


Draw the background. 


Set the ball's initia] 
position (H2, V2) 


—— 


Read the joystick 


Calculate the bail’s 
new position (H2,V2) 


Erase the ball by 
printing the original 
‘background character 
at HIV 


Store the background. 
character which is 
currently occupying 4 
position M2,V2 


Print the bail at 
H2,v2 


Reset НТ, V to point 
to the ball at fe 


Еи.) 


Figure I: Flow chart describing Program | 
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From Page 51 


Atari User — takes the drudgery out of 
this. 

Another use for LOCATE is to detect 
when your moving character has hit а 
target of some kind. Try adding these 
lines to Program I: 


115 17 8872 THEN 60508 580 
500 SOUND 0,150, 10,8 

510 FOR Vet TO Lü üer V 
520 SOUND 0,0,0,0 
530 RETURN 


Now you'll get a short beep 
whenever the moving ball lands on a 
letter Н. If you want the hit to produce 
a more exciting result, just change the 
code at line 500. Aren't subroutines 
wonderful? 

If you want your moving character 
to destroy only certain symbols in the 
background picture without disturbing 
the rest, that's easy too. Try changing 
line 100 to rea 


1 


OCATE 12,12, 


If the ball now п a letter М, 
the value stored in Q will be changed 
from 77 - the Ascii code for M = to 32~ 
the code for a blank space. So next 
time the ball moves it will leave a 
blank space behind it. Yov'll find, 
therefore, that the ball wipes out every 
M but doesn't disturb anything else. 


8577 THEN 9:32 


p 

where we can write real arcade 
games, and our programs are conse- 
quently becoming more complex. 
Computers can follow the most tortu- 
ous listings without difficulty, but 
human programmers tend to get lost. 
in the maze. So now's a good time to 
introduce a system of diagrams which 
makes it much simpler to keep track of 
things. 

Look at Figure | on the previous 
page. It shows the operation of Pro- 
gram | in simplified pictorial form 
Notice how the diagram corresponds 
to REMark: ing, and try 
checking the program’s operation 
against our written explanation. The 
pictorial flow chart is much easier to 
follow and saves an awful lot of 
writing. 

Professional programmers use a 
whole range of symbols in their flow 
charts, but we can get a long way with 
just two, rectangles for operations and 
diamonds for decisions. Diamonds 
always have two outputs, correspon- 
ding to yes and no, while rectangles 


have only one, corresponding to done. 

Basic is one of the few languages 
that doesn't demand an accurate flow 
chart before you start programming — 
it's very tolerant of variations in con- 
struction and layout. As your pro- 
grams become more com 
however, you'll find that time spent on 
designing it — by flow chart or other 
methods — will save many hours of 
trial and error and the end result will 
be tidier, shorter and probably faster. 

Now let's turn to а topic that will 
help you to produce more realistic 
games — the use of colour. Deep inside 
your Atari is a group of memory 
addresses called colour registers. 
Whenever the computer draws a 
screen they tell it which colours to use 
and what to use them for. You can 
change the contents of the registers, 
and consequently the colours dis- 
played by using SETCOLOR. 

For convenience — and to avoid mis- 
spelling — this command can be 
abbreviated to SE. — Basic will write it 
out in full when the program is 
LISTed: Its format looks like this: 


SETCOLOR: 1,2,8 


The first figure а! SETCOLOR 
identifies which register we want to 
alter. In Graphics 0 we can use only 
registers 1, 2 and 4 but these enable us 
10 change text brightness, background 
colour and border colour respectively. 

The second figure specifies the 
or hue — to be used and can 
have any value from 0 to 15. Figure H 
shows the hues available using Atari 
own words, but you may disagree 
with the descriptions. In any са 
there’s no absolute standard — many 
TVs and computers will inevitably 
produce different results. 

The third and final figure in a 
SETCOLOR command controls the 
colour's brightness, and it can be any 
‘even number from 0 to 14. Changing 
this level has a marked effect on the 
perceived colour. For example: 


SETCOLOR 2,12,8 


will turn the background a dark green, 
whereas: 


SETCOLOR 2,12,14 


will turn it bright yellow, even though 
the hue number is the same — 12 — in 
both cases. 

Program II lets you use a joystick to 


e 
e 
© 
е 
e 
e 
e 
е 
e 
е 
е 
е 
LÀ 
е 
e 
е 
e 
e. 
e 
e. 
== 
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Series 


experiment with colour registers 1, 2 
and 4. Press the trigger to step from 
‘One register to the next, move the stick 
up or down to change the hue. value, 
and move it left or right to change the 
brightness level. If things get out of 

d, pressing Reset will auto- 
у restore the screen to its 
normal condition. 

All our programming so far has 
been done in Graphics Mode 0, which 
is comparatively limited in its use of 
colour. 

Text is always printed in the same 
hue as its background, but at a differ- 
ent brightness level. You can make it 
very dark, very bright or invisible, but 
that's about the limit to special effects, 

For genuine multi-colour displays 


we must enter a new dimension: 
GRAPHICS 
20 PRINT #6; "Test 


blank then splits into two parts — 
large black area, 


READY message printed in the blue 
area as it would be on a Graphics 0. 
scree! 

The word TEST appears in large let- 
lers at the top of the black area, but 
instead of being printed exactly as in 

20, all the letters are in upper case 
and each is a different colour. 

Change line 10 to GRAPHICS 2 and 
something similar happens, but this 
time the coloured letters are twice as 
large. 


“If you've followed this series from 

0 Black the first part you now know enough to 

———| Write your first action game, and that's 

1 Rust the best way to practise what you've 
learned. 

2 Red-Orange | Turn to Page 54 > 

Е! з Dark Orange ] 


5 Dark Lavender 
6 Cobalt Blue 


—— 
7 Ultramarine Blue 
8 Medium Blue 
9 Dark Blue 


10 — Blue-Grey 


— — 


11 Olive Green 


12 Medium Green 


1з Dark Green 


10 REN Program 11: Experimenting with 

Colour registers in Graphics 8 

20 POKE 752,13? CHRS(125):REN Clear se 

reen and make cursor invisible 

38 Re4:HUE*O:SHADESO:G0TO 140:REM Init 

ialise colour variables 

40 IF STRIG(O)=1 THEN GOTO BO:REN Bran 

ch if trigger not pressed 

51 IF #=1 THEN Re2:G0TO 140:REN select 

next colour register 
2 THEN R=4:G0T0 140 


98 18 $215 THEN GOTO 4B:RER Loop back 
f stick centralised 
100 l. THEN IF HUECTS THEN HUESHU 
816070 TUB REN Joystick "up 
110 IF $213 THEN IF dess THEN WUESHUE 
26070 140:REN Joystick "doun" 
0 IF EN IF SHADECTS THEN SHADE 
GOTO 140:REN Joystick "right 
11 THEN if SHADEDO THEN SHADE 
REN Joystick left 
ITION 3, 10:2 “COMMAND = SETCOLO 
RR" ; SHADE; 
ETCOLOR R НОЕ, SHADE:REM Change th 

^ colour as ordered 


ТО SB:NEXT W:REN Short del 


و اسي“ 
Oden Green 179 GOTO u‏ | | 
C os о‏ 
Orange ப‏ 15 
Figure И: Colour values — second‏ 
parameter in a SETCOLOR statement‏ 
= 
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Putting it into practice 


ө Near the bottom of the screw 
print the number of bombs drop- 
ped and the number of hits 
Pehieved, updating this every time 


As an exercise, try designing and 
Wing a program to meet these 
specifications: 


e Turn the background brown with the trigger 5 pressed. 
$ een border and use Control 


சர்க்க to draw s city street Ф End the game after 20 bombs 
plan. have been dropped. 


ө Next month 
we'll explain 
what's 
happening 
in our 


е 

ө 

LÀ 

е 

demonstration e 
© 

ө 

e 

ө 


@ Insert fuel dumps, airfields and This will be a pretty complicated 
shipyards, represented by the let- program, 50 ‘don't expect to solve 
ship (Ascil 70), A (Ascii 65) and S all the Problems overnight. Try to 
(Ascii 83). get the first three steps working 


e 

e 

е 

е 

e correctly first, using the subroutine 
e 

LÀ 

e 


and show how 
easy it is to 

produce multi- 
coloured 
animated 
displays. 


ө Use a + character (Ascii 19) to fly correcprogram | for joystick contro! 

Sound the screen under joystick Т Program И will give you а hint o^ 

contre, without disturbing the Рон 10 incorporate the trigger 
background. feature. 

The next two can be added аз 

ver the joystick trigger is subroutines later, but the last stop 

2 make the шипа of а 1s best included as part of the ma 

mak the cross is cov. line s ode. If you can make it all 

Work and understand its operation, 

you're well on the way to mastering 
Basic. 


ring an A, F or S, add ап explosion 
Pound and leave a blank space 
behind when the cross moves 


С. S. Software 


Li 
YOU SEE CHEAPER, WE WILL BEAT THE PRICEN! 


ARE YOU MISSING OUT? 


You've got lots of 
MIT 
for your appieno Wle do! Veto ken up 1o peine 

releases and be sure they are a good b y 
‘enthusiasts, but you don't know how! We do! You — 7 

ym? We know! You don't want to ‘re th 

5655 
ме can help! Great, but who are you?? ней 
ee ah கக்‌ 

3 — 
EE 
котам, ger Utilities, hardware projects, softw 
reviews, programming tutorials, and a Macer 
— — 


S r Po a SAE 
f АШЫ 


A club magazine as welll! One of th. 

КОТКИТЕ 
direi oN W no, ory A jak 
ike imagine joerg aed MONTOR you a 
ا ب‎ friends of mine have read it and say it's < 
I 
FFF 
. or E1200 mai] 


| AIRS 
K Atari Approved Service Centre 
Atari products гер 
paired, Comy 

Mendis Disk Dite о 

Atari trained engineers. 

All work fully guaranteed 
Free estimates 
9 MICRO CENTRE 
L. Western Road Industrial Estate, 


Stratiord-upon-Avon, 
|, Warwickshire C) 
Telephone: 0789 292269 — 


You won't be disappointed!! 


The U.K. Atari Computer Owners: 
P. O. Box 3, Rayleigh, Essex, SS6 ал 


Independent User Group. 
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1 THINK that | may be in a 
Position to help Mr C. V. 
Howarth solve his problem 
with Alternate Reality: The 
Dungeon that he mentions 
ín the Hints and Tips section. 
of the March 1988 issue of 
Atari User. 

Firstly, the item which he 
needs to use to pass 
through deaths doors is the 
portal access card. 

This will be given to him 
by Acriminiral in exchange 
for the staff pieces from the 
prisoner on level one, King 
Danjor on level two and the 
dragon on level three — it 
requires the bloodstone 
before it will give up its 
piece. 

Secondly, the River Stonz 
may be crossed at any time 
after midnight and before 
the first hour, provided that 
the boatman is paid with 
copper. 

Thirdly, Morgana's tiara 
should not be given up to 
the clothes horse on level 
two. By wearing the tiara 
lost hit points are restored. 

The clothes horse will 
settle for a sweater or a 
cloak provided you have 
nothing better, otherwise it 
will take your finest item of 
clothing — especially if it's 
magical. 

Finally, does anyone 
know the name of the gar- 
goyle on level three? — Mike 
Ward, Warley, West Mi 
lands. 


Crashing 
worksheets 


AFTER reading the review of 
the Swift Spreadsheet from 
Audiogenic in the March 
1988 issue of Atari User / 
thought I'd point out a prob- 
lem that | am having with it. 

When you are saving and 
loading worksheets they 
appear to save accurately 
and load every cell properly. 
However, problems occur 
when the worksheet is then 
worked on further — the pro- 


DEEPER INTO 
THE DUNGEON 


gram is prone to crashing 
with odd garbaged mess- 
ages appearing. 

This bug does not occur 
all the time, but is quite 
common and very frus- 
trating. 

The spreadsheet is 
potentially powerful and 
easy to use, and offers good 
value for money when you 
compare it to the more 
expensive VisiCalc and 
SynCale. 

| have written to Audio- 
genic but received no reply 
and | have talked over the 
phone to Metamorphosis 
Development - the design- 
ers of the spreadsheet — 
who were helpful but unable. 
to cure my problem. - W. 
Charles, Winch — Wen, 
Swansea. 


® Have any of our readers 
experienced this problem? If 
you know the cure, please 
write in. 


Getting 
that hash 


ГАМ very flattered that my 
letter was chosen for publi- 
cation in the March 1988 
issue of Atari User. | found 
your attached comment, 
however, didn't seem to 
square with my experiences 
at the keyboard. 

| have an 800XL linked toa 
1050 disc drive chained to a 
Panasonic KXP-1081 printer 
via a graphics interface. 

If | use the AtariWriter 
word processor | found, as 
you say, that the hash sign 
is printed out as a £ but dis- 
played on screen and again 
in preview mode as а hash. 

Using Mini Office Il, 
however, if | key hash — 
Shift+3 — the pound sign 
appears on the screen, even 
if the printer is switched off 
and disconnected from the. 
micro. It is also output in 
both preview and print 


modes. Finally, your reply to 
one of the letters in the 
March issue surprised me. 

Although the SMMBO4 is 
not a commonly advertised 
printer for the 8 bit Atari, it 
will work correctly for text if 
a Centronics type interface 
is connected. — J.E. Robin- 
son, Millom, Cumbria. 


Keys still 
available 


WHEN 1 read the mailbag 
section in the March 1988 
issue of Atari User / noticed 
a letter from someone who 
is having the same problem 
as me — broken keys on their 
1010 tape recorder. 

1 wrote to Silica Shop — 
enclosing a postal order for 
the required amount — but | 
was most upset when they 
wrote back to inform me 
that they had stopped 
selling replacement 1010 
keys. 

After a dozen or so phone 
calls | found someone who 
sells them — A. S. Wooten & 
Son, 116 Edleson Road, 
Crewe, CW2 7HD. The keys 
are £1.50 each and £1.50 
postage and package for up 
to four keys is required. 

Could you please tell me if 
a tape version of Monopoly 


DOUBLE TROUBLE 


1 HAVE just typed in the 
excellent 3D Plotter pro- 
gram from the March 1988 
issue of Atari User and | 
came across what seems a 
slight error in the listing. 
Line 800 has been 
duplicated and it re-appears 


оп line 790. It should read: ` 


799 PLOT XCPOINT, 1) 
INT, T): 0RAVTO 


Once this has been altered 


WIN A 
TENNER! 


EACH month we 
will 
award £10 prizes for ae 


Most interestin 
‘Sent to из. ட்ப 


So now there’ 
5 т 
reason than ever to p 


r lively mail. 


Mailbag Edit, 
Atari User o 


Europa House 


Macclesfield SK10 4Np 


is available and where | can 


get it? — Bryan Poll, 
Barnsley, South Yorkshire, 


We've checked with Silica 
Shop and it still sells the 
keys. They are £1.12 each 
and £1.50 postage and pack- 
age must be included. 

We don't think there is a 
tape version of monopoly. 


Mini Office II 
on SpartaDos 


1 HAVE а 1050 disc drive 
with а US doubler fitted and 


Turn to Page 56 > 


it runs correctly. Thanks for 
a superb program — it has 
brought many hours of fun. 

Has any reader figured 
out how to dump the 3D 
image to an Epson or 1029 
printer? — Mark Wilkie, 
Marske by the Sea. 
@ Unfortunately, as the 
magazine was put together 
the listing was scrambled 
slightly. 

We are sorry for any 
inconvenience caused. 
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4 From Page 55 


1 was wondering if it is pos- 
sible to transfer my Mini 
Office И files to a SpartaDos 
format. 

It would be nice to have 
the high speed load facility 
on such a super program. — 
Alexander Mellor Brook 
Cheadle Hulme, Cheshire. 


® Mini Office ॥ works very 
well on nearly all disc 
operating systems including 
SpartaDos. 


Cartridge 
connection 


1 USE an assembler/editor 
cartridge quite a lot and find 
that | am having to con- 
tinually plug it in or out 
to program in Basic. 

1 am concerned that the 
wear and tear on the edge 
connector will ultimately 
lead to unreliability. 

Would it be possible to 
build a gadget which would 
mount a cartridge and sit 
semi-permanently outside 
the micro? It could then be 
brought in or out of action 
by use of a simple switch. 

Also, a more complex 
system could be built to a 
accomodate more than one 
cartridge and allow them to 
be switched in or out 
required. — R.G. Bryei 
Ashtead, Surrey. 


© The subject of this gadget 


IS there an effective way of 
interfacing software like 
Mini Office Il to a printer 
without an expensive 
interface unit? 

| successfully built and 
installed the Epson interface 
from the April 1987 Gadgets 
series in Atari User but the 
software seems to overwrite 
the driver routine that | 
install. — P.G. Lord, Sutton 
Coldfield, West Midlands. 
@ Whenever your micro is 
switched off anything that is 


MAPS COME IN HANDY 


1 WOULD like to thank you 
for the excellent article 
about Spellbound that 
appeared in the March 1988 
issue of Atari User. 

Not only was the map 
very well presented, but the 
hints and tips were very 
useful in allowing me to 
complete this super mini- 


adventure for the first time. 

Also in the same issue 
was the map of Mercenary: 
The Second City. Although | 
have never played this par- 
ticular graphics adventure | 
am now thinking about 
getting it as the map makes 
it look like a very enjoyable 
game. The reviews section 


is always a firm favourite of 
mine and | was overjoyed 
when you started to use 
colour pictures again. The 
new layout looks superb as 
does all the magazine. 

Thanks for a very inter- 
esting and informative read, 
— Sean Canning, Man- 
chester. 


has been looked at before 
and only a simple circuit is 
needed to allow a number of 
cartridges to be mounted 
together on one cable. 

The components would 
make this a rather expensive 
device, but if enough 
readers write to us to prove 
that demand is sufficient 
we'll reconsider it. 


More gadgets 
on the way 


IN recent issues of Atari 
User there haven't been any 
gadgets by your resident 
expert Len Golding. Has he 
stopped building them? — 
Dave Manning, Reddish 
Stockport. 

@ Len has been having a 
rest recently, but he pro- 
mises to build us some 


Cartridge-only cable 


in ram is lost. When you 
load most machine code 
software you must initiate a 
boot load by switching off 
your micro and holding 
down Option when you 
switch on. 

This means that the 
original driver software is 
lost so, as the article states, 
the cable will only work with 
commercial cartridge-based 
software and unfortunately 
not with disc-based soft- 
ware like Mini Office Il. 


more interesting and inven- 
tive gadgets soon. 


Pascal 
alternative 


1 OWN an Atari 800XL and 
1050 disc drive. Can you 
please tell me whether or 
not there is a software pack- 
age that would enable me to 
use Prospero Pascal and, if 
so, how much it is and 
where I can buy it from? — J. 
W. Brezezinski, Spital 
Tongues, Newcastle-Upon- 
Tyne. 


© Unfortunately, this par- 
ticular program ís not avail- 
able for the 8 bit Atari. At 
one time Kyan Pascal was 
easily obtainable, but it is 
now very difficult to get hold 
of. 

You could try getting the 
Action! cartridge-based lan- 
guage. Although it's not 
identical it does offer similar 
features to Pascal. 

It is a sort of hybrid 
Basic/C and is available 
from several advertisers in 
Atari User. 


Happy 
beginner 


UNFORTUNATELY | was 


late in discovering Atari - 


User, but | now have a 
regular order with my news- 
agent so / don't miss it. 

1 recently bought the back 
issue pack of magazines 


from May 1985 to Novem- 
ber 1985 and was absolutely. 
delighted with Mike Bibby's 
articles for beginners. 

I'm physically disabled 
and so started using a com- 
puter when | could no 
longer work. Being a novice 
at computing, the series was 
a great help to me. 

Please convey my thanks 
to Mike for explaining things 
so clearly. Also, thanks for a 
really terrific magazine. — 
Wilma Smith, Aberdeen. 


XMM801 
printer 
problem 


| RECENTLY bought an Atari 
XMMB801 printer and it was 
superb for word processing 
and listing Basic programs. 
However, a friend lent me 
Print Shop by Broderbund 
and | have found it impos- 
sible to get it to print out. 

1 have tried all combin- 
ations of options to no avail, 
so could you please tell me 
what the ХММ801 is 
equivalent to? And is it pos- 
sible for this program to 
work on my printer? — Karen 
Segar, Stockport, Cheshire. 


© Unfortunately, as with all 
Atari printers, the ХММ801 
is unique. Atari has for some 
reason designed printers 
that don't work with 
commercial software, and 
Print Shop will not work 
with your printer no matter 
what preferences you 
choose on the set-up menu. 
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Mailbag 


Italic on tap 


WHILE | was working with 
Mini Office И on my 800XL | 
discovered that pressing the 
inverse video key causes 
any typing that you do after 
to be printed out in italic. 
Pressing this key again swit- 
ches you back to normal 
print style. — А.В. Hazzard, 
Swindon, Wilts. 


Dipping into 
the toolkit 


AFTER reading the advert 
for the Atari User Toolkit / 
decided to send off for the 
disc version. l'm very 
pleased with it and 1 now 
use it every time | program 
or type in magazine listings. 

The renumber utility is 
very useful and the variable 
name change feature is an 


excellent idea. | find the way 
that it switches itself out 
when you run a program is 
great, and it's so easy to 
install once it has been 
loaded — just press System 
Reset. — Philip Marsh, Mid- 
dlesbrough, Cleveland. 


The catch 


1 BOUGHT my children an 
Atari home computer for 
Christmas and a copy of the 
January 1988 issue of Atari 
User. / found it an excellent 
publication, but | didn't 
understand one of the 
instructions on a Five Liner 
program ~ an unusual cha- 
racter on line 3 of Catch. 

Can you please help? — 
Peter Brown, Harpenden, 
Hertfordshire. 


@ The character you are 
having problems with can 
be obtained by pressing the 
inverse character key and 


Long wait for a drive 


WHY on earth did Atari stop 
producing the 1050 disc 
drive, especially since the 
new опе isn't even 
available? 

Each month | am allowed 
out of my straightjacket to 
read your masterpiece of a 
magazine, but with dismay | 
find no mention of the 1050, 
and no news of the release 
of the new drive ever graces 


the pages. Please could you 
tell me what exactly is hap- 
pening? — Martin Tiller, 
Oxford. 


@ Atari has had some prob- 
lems with the new drive, but 
claims it will be available 
soon. The classified section 
of Atari User contains many 
bargain offers including 
1050 disc drives. 


then Control+N. A full list of 
these control characters was 
in the February issue of 
Atari User. 


Epson drive 


1 OWN ап 800XL and 1010 
tape deck. Recently | was 
offered an Epson 5.25 floppy 
disc drive and was told that 
it was double-sided with a 


one megabyte storage 
capacity. Could you please 
tell me what interface | 
would need to get it working 
оп my Atari? — D.E. Fogerty, 
Salisbury, Wiltshire. 

@ Unfortunately this disc 
drive will not work easily on. 
your Atari and an interface 
to make it work would prob- 
ably cost more than a new 
Atari drive. 


You could go the c 


telephone £101 to i 
Fate ker d el а minimum ol £2109 A prc 


over the first 


Or you could do what m 
Ter machine. And just use 


How much does it cost 


on Telex? 
to go way and buy a dedicated Telex 


How do I tui 


7 
why use Telex 
But VT nes ot isare communica 


jn 
machine, The cheapest wil 
iso need а 


£2,892 (the Cheeta! 1 outlay 
Tost you £1,604 (tne Whisper), the dearest КАО, £404 а total 


and more Atari users are doing 


ore 
your ordinary telephone! 


rr my Atari 
machine? 
communications 


es include VAT.) 


year 


use your тіс 


software [see the 


‘and a subscription to МКТ 


available 
news as 


on та 
lemessages and electr 
rograms directly into your micro 


in use in Britain — and 


to Atari users on 
pens, go teleshopping, 

Jt nic тай right round 
and much more. 


tion between businesses. Today. 


more than 2 million. 


business communications — just as 


efficient, because 


HAVE to be in your office to 


use MicroLink for Telex that the 


you have a hard copy of 


send or receive Telex 


puter at home (or even a portable) 
ny Telex messages waiting for you 
efficiency? 


tures — Lords of Time, Red Moon and The 

Price of Magik — come together in one 
package. Each has been enhanced and enlarged 
with more text than ever before — 60,000 mind- 
expanding words creating magik and mystery 
round every corner. There's a powerful new 
parser, and most disc versions include stunning 
digitised pictures that help to dramatically 
heighten the atmosphere. 


Tes of Level 9's most acclaimed adven- 


What the press have said: 
LORDS OF TIME: “Destined to become a classic” — 
Computing with the Amstrad. 


RED MOON: Best Graphical Adventure or Best 
Adventure of the Year — Zzap 64, Crash, Amtix, C&VG, 
ССІ, and Amstrad Computer User. 


THE PRICE OF MAGIK: "Another superb adventure . 
their best yet" — Commodore User. Also a Crash 


Smash. 
SOFTWARE* - 


Europa House, Adlington Park, 
Adlington, Macclesfield SK10 4NP. 


ENQUIRIES: 0625 878888 ORDER HOTLINE: 0625 879920 


magik 


The trilogy 


interactive fiction 


"Level 9 


E 


Ker ite eiit 


Sereen shots from 
Atari ST version 


Spectrum (cassette) Plus 3 (disc) Atari ST 
Commodore 64 (cassette or disc) ^ Commodore Amiga 
Amstrad CPC (cassette or disc) Macintosh 


Atari XL/XE (cassette or disc) 
Amstrad PCW (disc) 


Apple Il (disc) £14.95 


Amstrad PC, IBM PC 
and compatibles 


£19.95 


Available from all good stockists or order direct by sending a 
cheque or pastal order made payable to Mandarin, together with 
your name and address. Price includes P&P. Access/Visa owners: 
Phone our hotline or send your card number with your order. 


ONE of the best known software 
houses producing games for the 8 bit 
Atari is Tynesoft. Based in Blaydon, 
Tyne & Wear, it is constantly bringing 
out quality new software to add to its 
already impressive range. 

So it was with eager anticipation 
that | went to have a chat with David 
Croft, Tynesoft's head of software 
development. 

The main topic of conversation was 
the development of its new sports 
simulation. Said Croft: "We were 
determined Winter Olympiad '88 
would surpass all other sports sii 
lations in terms of realism, playability 
and visual presentation", He said this 
was Tynesoft's most ambitious 
Project to date, with versions being 
produced across as many computer 
formats as possible. 

To make this possible all other in- 
house work was halted and pro- 
grammers, graphic artists and free- 
lance people alike got together to 
decide the game's format. The first 
step towards creating it was to spend 
lots of time watching videos of winter 
sports and deciding which events 
would appear. They eventually settled 
for the downhill, bob sleigh, ski jump, 
slalom and biathlon. 

The actual programming fell on the 
heads of Brian Jobling (downhill), 
Chris Murray (bob sleigh), Mike 
Hedley (ski jump, slalom and biathlon) 
and Philip Scott was their graphics 
artist. It took the team three months to 
finish the program 

While all this was going on, manag- 
ing director Colin Courtney was busy 
negotiating permission to use the BBC 
Television theme music from Ski 
Sunday. He also managed to get pro- 
gram presenter David Vine to write an 
introduction to the 1988 Winter 
Olympics to be included in the final 
packaging. 

Tynesoft is very optimistic about the 
game's future. It has already sold the 


The Tynesoft team with head. 
of development David Croft (bottom right) 


NEIL FAWCETT meets the programming 


team behi 


rights to Mindscape, an American 
company that will produce it under the 
name Winter Sports. So just how 
good is the game? You can find out by 
reading the full review by Bob 
Chappell on Page 26. 

Now let's take a look at some of 
Tynesoft's more established games 
and their authors. Brian Jobling, who 
has now moved on to his own com- 
pany, Zeppelin, wrote many of the 
company's successful games on the 8 
Atari. His first for Tynesoft — 


[EE 


А scene from Phantom 


nd Olympiad '88 


another sports simulation — was 
Winter Olympics, which sold nearly 
4,000 copies in its first month of sales. 

Phantom was another of Tynesoft's 
‘success stories. Written originally for 
the BBC Micro, it was converted for 
the Atari by Brian with music by lan 
Waugh — a widely recognised micro. 
music expert. It's an excellent game 
with everything you need - good 
sound, stunning graphics and, above 
all, addictiveness. 

One of the best programs to come 
ош of the company is Mirax Force by 
Chris Murray, a very talented writer 
with many games under his belt. He 
wrote this one as a freelance pro- 
grammer but Tynesoft now has him 
under contract. Mirax Force is a won- 
derful sideways scrolling shoot-’em- 
up with digitised speech which really 
has you wanting just one more go. 

As well as producing very good 
software Tynesoft wraps its products 
in superb packaging. This is probably 
because it has facilities to do its own 
printing and make all the cassette and 
disc inlays. 

The future is looking very rosey for 
Tynesoft with the release of Winter 
Olympiad '88, Super Soccer — also 
reviewed in this issue — and the 
Microvalue Ill pack. These Geordie 
lads definitely seem to know what 
they are about. 
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These two exciting compilations bring 
together some of the very best listings 
from the pages of Atari User. 


Whether you like games or prefer 
more serious pursuits there's 
something here for you – and you can 
also learn a great deal from examining 
and modifying the Basic listings. 


Jie Frank the 
" ating the 
Idle e gmerelda by negotiating Fruit Fiend 
ne deadly 


pacecraft through th 


а — Help Frank eat nis favourite. 


e ducks 
tis Pate und ana chase up al 17° 
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— Direct e frog a 


FrogjumP me 
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Doctor Boris — HP வனா 
n out for mad ım to help you 


put watt E 
y Right! program to oe 

i$ tne latest Get It RIJN Рай 
PLUS புர in 161079 


in this 
the busy road in 1 


jid the new hospital 


+++ Or just £1.95 each when 
you take out a new subscription 
to Atari User — or if you renew 
your existing subscription. 


TO ORDER PLEASE USE THE FORM ON PAGE 61 


MAILORDER OFFERS] ATARI ATL ORDER OFFERS 


Protect your Atari . 


with this luxury dust cover 

P7) for your Atari XE or XL. 

F| Its made of clear, water- include posts packing and VAT 
resistant vinyl and 

bound with strong cotton AU subscription. 


Only £3.95 vas лю [o] 


... and your Atari Users 


A year's supply of Atari 
User can be kept in this 
handsome chocolate 
brown binder 


7002 
Europe (incl. Bire)£18 7003 | 7701 
Overseas (Airmail)£33 7004 | | 7702 


Back Issues 
£1.50UK, £2.00 Europe & Eire, £3.25 Overseas 


January 1987 


Secure Borage for 


#495 7019/7014 
£4.95 7017/7018 


‘The ideal storage 
medium for your 


Guild of Thieves 


Me Mari 800130 dise ШШШ £14.08 7010/7000 I] 
.25in discs. 

Thel dded The Pawn 

PVC boxes are 4 Atari 00130 аме EER £1405 7099/7034 CT 


strongly made to 
protect your valuable 
dises and can be packed 
flat when not in use. 


Holds up to 60 
5.25in discs 


iD k «В» 
Atari Data Bank ы, — T 


Atari ExecuCard «so ЗЎР 
£499 7026 [ | 


Starquake «n 


ل س க‏ س ண ண‏ س ச எ‏ ت ت 


I Atari User Toolkit «o 


Disc storage box А "us ия ma Е 
Holds up to 60 5.25" de, £495 70 [ —] ‘Add £1 for Europe inc Eire/Oversens 
[BUT OPUS Mini Office II mar v 
ப்‌ mae mss mu 7 Disc eee g (asx) s1995 7060 C 
9000. 1395 7060 |] ‘Add £2 for Europe inc இரவி for Overseas 


‘Add £1 for Europe ine Eire/Overseas 


Atari User binder 


£495 7029 C 


‘Add £2 for Europe inc — — — a me ‘TOTAL 
Send to: Database Publications, FREEPOST, Europa House, TE eee) И 
Adlington Park, Adlington, Macclesfield, Cheshire SK10 4NP eee. — 
— ROAG oae niat aus ийаш F 
Order at any time of the day or night ட chequmEurocheque mace payable to Database Publcaions Ld 
Telephone Orders: 0625 879020 Е] pum 
| | 
7] Kay "80, then 614568383 TEMAGODY ‘Address. 
‘Don't forget to give your name, address and credit card number Post Code. 


[ENGURIES ONLY: 0625 879940 Sar Som ] 


ХЫХЕ MOUSE Tx LETTER 80 


அவ 
AN ST MOUSE FOR YOUR | s.coLUMN WP ON SCREEN 


Includes: Mouse, At Package, А. Rl 
Fast pictura edar, "Ata Keyboard editing PLUS 
Atari ATISUGAD translator. 


2 demo programs show the Len vs பிப 


justification. Address, date 
use of the mouse in your own 8 


software. Supplied with all mailshot feature. Mouse/joystick 
operating information. operation with pull-down menus. 
Disk only 


All for 
£29.95 Post free 


— 


108 Navigation Road, NORTHWICH, Cheshire CWS 1BE (0606) 782413 


OPENING OFFER AT 


THE TAPE CENTRE 


ATARI GAMES ALL АТ £5.95 ATARI 2600 GAMES 


Kingsize (50 games) Superman Alaris it Wan 
Абау at he Races Bouderdash 
Wars of Ras  Bouiderdash U 
Smash His 2 Domain of the Undead 
Zoro 


Jet Set WY 
Montezumas Revenge Comet Game 


Please make Cheques/Postal Orders payable to The Tape Centre. 


Overseas add £1.50. 


Full pce ist please send SAE 
‘THE TAPE CENTRE 
29 Northwood Drive, Shepshed, Loughborough, Leics. LE12 991. 


IF YOU CANNOT 
GET THE GAMES 


HERE'S HOW! 

No 1 in Charts See the review 
in this issue 

n PRIORITY ORDER FORM " 
Please rush by retum of post: 1 
Speed Ace 48k 082990௦082 п Й 
Zybex XXE ©5259 ne a] 
Total 1 
Name & Адаев ld 
1 S 1 
1 1 
1 = 1 
| Wake cheques + Р.О. payable fo: ZEPPELIN GAMES UTD. E 
|| Send to: Zeppelin Games Ltd, 28 Osborne Road, Jesmond, 1 
Newcostie NE2 2AJ England 4 
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Global Computer Services 
Ladbroke Computers . 
Mandarin Software. 

Meedmore Distribution . 
MicroLink. 
Miles Better Software 


Fig Forth comes with soma 
uselul sample programs. 

Fig Forth uses an ST Mouse 
wilh по hardware moditications, 


Fig Forth is £14.95 Inc VAT 


Send a SAE for a ful price ist 
ol рус domain software 


SOFTWARE LTO. 


Pulsar Software Lid 
^4 Church Hil Read 
East Barnet, Horta, EN4 втв 
Те: 01-441 0700 


DIMENSION. 


ATARI IN MANCHESTER 


For the best selection of Software 
for your Atari Computer 
or Video Game Console 
15 Fennel Street, Manchester 4 
(Opposite Victaria Satin Milite Car Park) 


visit 
ATARI WORLD 
Tel: 061-834 4941. Open: Mon.-Fri. 10-6. Sat. 10-5.30 
Mail Order with pleasure. Stamp for catalogue. 


Cut the hassle 
Cut the coupon! 


DEPARTMENT ATU 
JUBILEE DRIVE 
LOUGHBOROUGH 
Feics LE11 OXS ga% 


TEL: 0509-610444 000 . 
FAX: 0509-610235 ace அது 27 


Winter Olympiad'88 is 
undoubtedly the best winter sports 
simulation to date. It features the 
Classic winter olympic events; 

Ski Slalom, Giant Slalom, Two man 
bob, Ski-Jump, Biathalon and Speed 
Skating. These have been depicted 
in a way not seen on any home 
computer before. The result is a 
phenomenally realistic and 
spell-binding game. 


Available on the following formats: 
CBM64, BBC/ELECTRON, 
ATARI £9.95 
SPECTRUM, AMSTRAD, 
Cl6/+4 £7.95 
DISK - BBC £14.95 
MASTER COMPACT £14.95 
ATARI 8 BIT £14.95 


ST.£19.95 * AMIGA £19.95 
IBM £19.95 


ADDISON INDUSTRIAL ESTATE : BLAYDON - TYNE & WEAR: NEN ATE. TEL: 091 4144611 


